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Party Pooper 
Published by Out of the Box Games $24.99 


Basics 

Party Pooper is a party type game published 
by Out of the Box Publishing Inc. and geared 
towards a group of four to ten players that are 
ages twelve and up. The game is fairly short, 
and should be able to be played in its entirety 
in far less than an hour. The box comes with 
rules, a couple card trays, a “party 
cube” (which is a cool way of describing a 
specially made six sided die) and a whole 
slew of cards and chips (the rules say 432 
cards and 225 chips, and I chose to take them 
at their word). The object of the game is to 
score the most points which you do by guess- 
ing which person that the reader, or “party 
host”, will select as the best fit (called the 
“party animal” or “party pooper” depending on the roll of the party cube) to a descrip- 
tion read on the drawn card. The rules are short and easy and completely contained on 
a single page sized card (front and back) and this even includes a couple of different 
variations of the rules just in case you want to mix things up a bit. The game is priced 
at $24.99 USD. 


The Game 

This is really a game that does not require a whole lot of explaining. Essentially, first 
you roll the die to see if you are going to choose the person that is “most likely” to do 
as the card says, or the person “least likely” to do as the card says. These types of per- 
sons are called the “Party Animal” for the person most likely to do it and “party 
pooper” for the person least likely to do it. After that the host (a position that rotates) 
reads the card, and cards say things like: Hula lessons are being offered at the local 
Tiki Bar. Grass skirts are optional. The host then has to decide which player they 
think would best fit the bill (either the party animal of party pooper) in this situation. 
Then when all are ready, everyone points at the same time to who they think the host 
picked, while the host points at the player picked (they could be pointing at them- 
selves). 


Every player pointing at the same person as the host scores points for both themselves 
and the host, so it does not pay for the host to try and fool the players (the chips are 
used to represent the points). That’s it! Then the host position rotates to the next per- 
son and play continues. After everyone has been the host a set number of times, the 
game is over and whoever has the most chips wins. 


That is the basic game, simple and clean. Then there are a couple varia- 
tions offered up in the rules. The first is called “The Picky Host”. This 
variation is pretty simple in that instead of rolling the die, the host places 
the die as desire (i.e. he gets to choose whether a party animal or a party 
pooper will be picked. The second variation it called the “Thumbs-Up”. 
Here, each player decides if they themselves are a party pooper or a party 
animal and then the players try to guess how many party poopers (or party 
animals) are in the group. A slightly different spin on things. 


Value 

For the quality of the game and the number of pieces (did I mention there 
were like 432 cards?) I think the price on the game is a real bargain. So 
depending on the number of player you have, you should get like 20 to 30 
games out of the box before any of the cards are repeated, so even if you 
play a couple games a month (if you have that much free time I am SO 
jealous) then it will take a full year before you see a card again. That’s a 
pretty good value for a game under $25 if you ask me. 


Review by Clay Richmond 


The Battle For Hill 218 
Published by Your Move Games $9.95 


Basics 
The Battle for Hill 218 is a strategy card game for two players put out by Your Move 
Games. The game consists of 53 cards, 26 for each of the two players and one card 
that represents “Hill 218”. The cards represent military units including Infantry, 
Heavy Weapons, Special Forces, 
Tanks, Artillery, Paratroopers, and 
Air Strikes. The cards themselves 
are actually higher quality than I’m 
used to using thicker than normal 
card stock and the artwork on them 
is first rate. The rules are con- 
tained in a small card sized pam- 
phlet of 24 pages, and are very 
easy to read. In fact, you can eas- 
ily read through the rules and fa- 
miliarize yourself with the game in 
about 15 minutes or less. There are 
no dice or anything else needed to 
play the game and you can play a 


game from start to finish in about a quarter of an hour. The game says that it 
is for players 8 and up, and I think that is an accurate range, though the game 
is easy enough that even younger ages might be able to grasp the mechanics 
it not the strategy. The game is priced at $9.95 USD. 


The Game 

As I said, the rules are very easy to read and understand, and you could be 
playing the game within a matter of minutes after opening the deck. The 
rules where so simple in fact that after reading them I had a hard time imag- 
ining that the game could be very challenging. I was very surprised when I 
played my first practice game. The way the game unfolded could easily 
have represented the actual chain of events in a WWI battle, complete with 
attacks and counter attacks. All of which you would never have guess possi- 
ble by reading the rules. 


aaa 


The object of the game is to occupy the enemy base, which is just on the 
other side of the Hill 218 card that starts on the table between the two play- 
ers, or to destroy the most units in the attempt. To play cards, you have to 
maintain supply lines back to your home base and if you want to win, you 
also have to attack the enemy while insuring that your own base is protected 
all the time (surprise attacks are also something that will sneak up on you). 
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Each of the different card types has its own characteristics and using them 
together in various combinations is really where a large part of the strategy 
lies. There are no numbers representing strengths or such, so everything is 
on a more abstract level which simplifies things even more. 


The part of the game that forces you to carefully plan how you play your 
cards is that different cards trace their supply differently (and paratroopers 
don’t need supply at all for their first turn), attack in different ways, and pro- 
vide support in different ways. There are only two type of attacks (both of 
which automatically destroy their target), and that is the type that needs sup- 
port (Infantry, Paratroopers, Heavy Weapons, and Special Forces) and the 
type that does not (Tanks, Artillery, and Air Strikes). 


I have found that the most powerful punch comes when your first card is one 
that does not need support followed by one that does. This can take out two 
cards leaving a nice hole in the enemy line. Of course you have to hope that 
he doesn’t turn around and do the same to you. It is at this point where the 
uncertainty comes into the game as you are only allowed to play the cards 
that are in your hand at the time, which is limited (you draw new cards to 
keep your hand filled). After the first turn, players get to play two cards at a 
time which better allows players to punch and counter punch trying to break 
through the enemy’s lines and take their base. I think it is a pretty ingenious 
little game that strategy lovers will enjoy trying to master. 
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Value 

For value, you may be hard pressed to get a better deal. Since this game is listed for 
under $10 to begin with, and the number of hours of enjoyment that you can get out of 
the game (the quality of the cards is high enough that it will take you a VERY long 
time to wear them out) both add up to a deal that you are not likely to beat. If that is 
not good enough for you, then try this on for size; you can try it out for FREE at http:// 
www.yourmovegames.com/pages/hill218.html. I happen to be one of those strategy 
lovers I spoke of, so in my humble opinion this is a card game very much worth get- 
ting. 


Review by Clay Richmond 


Battleground: Fantasy Warfare High Elves Starter Deck & Reinforcement Deck 
Published by Your Move Games $14.95 each 


The High Elves are a fairly re- 
cent addition to Your Move 
Games’ Battleground game. I 
have to say at first glance (and 
further glances) they look really 
sharp. In this starter you get 30 
command cards, 18 units, the 2.2 
version rule book and a couple 
of quick reference cards. Of the 
command cards, 15 are for on 
the attack (red), 11 are for when 
being attacked (blue) and 4 are 
for other times (green). The 
cards are real clean and sturdy 
and the graphics look very sharp. 
A lot of the Elves are decked out in Mithril Armor that gives them a real shiny look. 


In the High Elf army you have regular High Elves and then Elder-Blades. The Elder- 
Blades have glowing swords that basically give them a little more power. In the start 
you get 2 Cygnets (young Elves), 1 Elder-Blade Battle Squad, 1 Elder-Blade Rangers, 
1 Elder-Blade Swordsmen, 2 High Elf Archers, 1 High Elf Battlemages, 2 High Elf 
Battle Squad, 2 High Elf Chariots, 1 High Elf Knights, 1 High Elf Rangers, 1 High Elf 
Scorpions (Ballistas), 1 High Elf Spearmen, and 2 High Elf Swordsmen. Of those, the 
Scorpions, Knights and Battlemages are the elite units. The High Elf army abilities 
help to make the High Elves a fast and maneuverable army. The reinforcement pack 
gives you 50 more units and the Advanced 2.2 rulebook. The reinforcements give you 
plenty more of each of the original units and also adds two new units. The first unit is 
the Celestial Guard. They’re a bit expensive, but judging by the stats they are well 
worth it. You get 3 cards of Celestial Guard. The other new unit is the High Elf Bow 


Unpainted figures got you down? 


Riders which are mounted archers. They are a light cavalry unit and should give you 
some good flanking and maneuverability on the battlefield. You get 4 cards for the 
Bow Riders. 


I haven’t gotten to try them out yet, but my initial judgment by just flipping through 
the cards is that with the High Elves you get a lot of flexibility on how you can build 
your army. What I mean, is that you can really tailor this army to match your play 
style. I think you could make a good offensive or defensive army, or if you prefer ma- 
neuverability then there are a good mix of cavalry and chariots as well. I for one am 
looking forward to trying this army out against my deck of Umenzi very soon. 


Review by Rodney Forehand 


Thrilling Expeditions: Valley of the Thunder Lizard 
Published by Rattrap Productions $18.00 


THRILLING 
EXPEDITIONS 


ViliEY OF THE THUNDER LiZAbo If you fancy going on an adventure through a lost world 
filled with dinosaurs, pre-historic man or possibly inhab- 
ited by a race of lizardmen then Thrilling Expeditions: 
Valley of the Thunder Lizard is probably right up your 
alley! This latest supplement from Rattrap Productions 
Wy goes all out and is crammed full of all kinds of pulp 
miniatures gaming goodness. One thing that you’ll notice 
right off about this supplement in comparison to the other 
supplements released by Rattrap up to this point, is that 
this one supports all, yes ALL of their current games. 
When you buy Thrilling Expeditions you get all the information you need to run these 
lost world adventures in .45 Adventure, Gloire and Fantastic Worlds. 


So, I said it was chalk full of goodies and now I’Il break out some of the stuff you get 
in this 122 page volume. First you get a new archetype to use for your big game 
hunter styled adventures. For .45 Adventure, the archetype is called Big Game Hunter, 
for Gloire, it’s the Gentleman Hunter and in Fantastic Worlds, the Intergalactic Hunter. 
For those of you familiar with the game mechanics this archetype is a Grade 3. The 
new archetypes have plenty of skills to choose from so that if you had several in your 
adventure you would be able to make them unique. Along with the new archetype is 
some new big-game rifles for your hunter to use depending on which time period 
you’re playing. Next you get some rules for playing with prehistoric creatures and also 
creature stats. I was really impressed with the number of creatures listed in this book. 
Granted you won’t find every dinosaur ever discovered, but then that would be pretty 
unrealistic in my opinion. The mix of dinosaurs and mammals listed are most of the 


popular dinosaurs anyway, and based on their stats you could probably have every- 
thing you need to fill in any gaps you might think are missing. They range from small 
(compys) to larger sizes like the T-Rex. Mammals listed include pulp favorites like 
saber-toothed tigers and woolly mammoths. Yes, there are Pterodactyls too for those 
of you who like to make their adventurers look up at the sky, as well as having to look 
over their shoulders. 


Don’t forget though, this is Pulp adventure gaming so what’s the point of going to a 
“lost world” if you don’t have a primitive race to run into as well? So now we get 
some stats for prehistoric humans. The stats cover Neanderthal and Cro-Magnon men 
of various types from Grade 3 down to Grade %. Likewise, there is a lizardman (or 
humanoid dinosaur) race called the Saurians that also are included. They have stats 
that are very similarly organized into leaders, warriors, hunters, etc... just like the Ne- 
anderthal/Cro-Magnon men. The % grades are for youths so that you can create a 
complete village of primitives to be amazed by your “boom stick”. It sounds like a lot 
so far, but that actually only covers the first 38 pages. All of the rest of the book is 
filled with scenarios. The scenarios really are the heart of this book. Even if you pre- 
fer to make your own scenarios, these scenarios are worth reading just for inspiration. 
There are two .45 Adventure (think 1920’s) scenarios, “The Golden Goddess of Lost 
Daer’ Ashu” and “The Saurians of the Lost Jungle”. The “Treasure of the Tyrant 
King” is a scenario set for playing Gloire, with Spaniards, English and dinosaurs. Fi- 
nally, dinosaurs meet robots in “Peril of the Prehistoric Planet” in the Fantastic Worlds 
setting. I read through all the scenarios and each of them seems like it will be a lot of 
fun and I’m looking forward to running my gaming group through them in the future. 
One thing I really like about the Rattrap game system is the use of encounter markers. 
If you are unfamiliar with the game mechanics, basically an encounter marker will 
trigger some kind of event, clue, trap, etc... when a miniature activates it. This adds a 
bit of suspense to the game that really makes for fun adventures (and replayability). 
When you read through these scenarios you will get a lot of new (or at least they were 
new to me) ideas for using encounter markers. I was pretty impressed with the thought 
that went into the design of these scenarios, as some are rather lengthy. Don’t worry 
about finishing off one of these scenarios in one game session for sure! In addition, 
the end of the book contains all the characters used in the scenarios so if you don’t feel 
like creating your own adventurers then they have been provided for your convenience. 


So, overall I have to say this is very well done and I’m very pleased with this purchase. 
So if you’re a fan of dinosaurs (come on...dinosaurs!) and have one of the Rattrap 
games then I say this is a definite must-add to your collection. If you’re currently not 
playing any of the Rattrap main rules sets, but are interested in trying Thrilling Expedi- 
tions, well it is a supplement and you’ll need to consider adding one of the main rules 
to your purchase, but I don’t think you’ll be disappointed. I think Rattrap is really on 
target with designing a supplement compatible with all their basic game rule sets, and 
hope they will continue to do so. 


Review by Rodney Forehand 


Sticks & Stones 
Published by Jeff Valent Studios $25.00 


Sticks & Stones is a new release by Jeff Valent Studios 
that sets you up to do some prehistoric skirmish gaming. 
Now depending on what cave drawings you have been 
looking at to do the “historical” research for your prehis- 
toric gaming, then you might have some preconceived 
notions about what this game should be like. Things like 
whether dinosaurs and early man coexisted or not. Having 
said that, if your idea of prehistoric gaming resembles any- 
thing like the movie Caveman starring Ringo Starr and 
Dennis Quaid, then you are right on track to play Sticks & 
Stones. Otherwise, 
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measurements work in this game. Sticks & Stones uses the Darwinian Measurement & 
Movement system. Instead of a caveman moving 6 inches, you’d measure from the tip 
of your thumb to the tip of your index finger. Is he running instead? Roll a d6 and add 
that many of your knuckles to the distance. Now some of you are probably thinking 
that some players will have bigger hands than other players. True! This is a Darwin- 
ian measurement system is it not? Now if you MUST have realism there’s no reason 
you can’t use a tape measure, but I think you’re starting to miss the point of the game 
here. 


Now this next one might have some of you considering running this at a table in a fu- 
ture convention. Let’s discuss talking... or no talking actually. This particular game 
element requires a referee, or Cave Master to run the game, but once the game starts 
there is no talking between the characters. Only the Cave Master gets to talk. All the 
players have to communicate using grunts and hand gestures. Each side gets a limited 
number of “shiny rocks” that can be used for a multitude of purposes in the game (like 
effecting dice rolls), but for the cost of one shiny rock they may ask the Cave Master 
one question. If your group has a “rules lawyer”, you can just imagine how being re- 
duced to grunts and hand motions will drive him or her nuts! 


There are 4 dominant species in the game, Archaic Homo Sapiens (“Ahs”), Neuro- 
Evolutionary Rostral Developers (Cave N.E.R.D.S), Neanderthals and Dino Sapiens 
(humanoid dinosaurs). Your army can be made of one of these species or a combina- 
tion of several. Each unit has stat cards that you’ll make to keep track of your units. 
There are also skills and skill checks. There are spells for Shamanic magic that some 
solo characters can learn. The rules also include vehicles and contraptions that have 
been created by the Cave N.E.R.D.S. (think Fred Flintstone type gadgets). And then to 
mix into this bow! of confusion there are dinosaurs, weather conditions and a dab of 
freak events. Like any good miniatures game there are plenty of rules to cover just 
about anything that will happen in combat. This game is closely related to their Sav- 
age World RPG rules so if you are already playing Savage Worlds then you should be 
able to adapt to this game quickly (it’s covered in the rule book too). 


There is a lot more to this game than I have covered, but what I’ve discussed above 
should give you an idea of whether this is a game you’ll want to add to your collection 
or not. This isn’t a game about historical accuracy (how we would actually know that 
I’m not sure), but it’s definitely a game about having fun! All in all I have to say it is 
a very clever game and should be a lot of fun for any gaming group than knows how to 
relax and not take everything so seriously. If this sounds like you or your gaming 
group and you’ve been wanting to paint up some dinosaurs and cave people, you will 
have to check out Sticks & Stones. Ook! Gah! 


Review by Rodney Forehand 
Earth Forces Special Vehicles 


Produced by PaperMakelt $3.00 
The Special Vehicles pack is an additional batch of paper mini’s to go along with the 


Earth Forces Space Marines that were reviewed last issue. In these files you get 15 
items. All the crew members are Space Marines that match perfectly with the first file 


pack. This set comes zipped up with 3 files. In the first file you a couple of marines 
at podiums/command stations, 2 manning ball turrets, a radar platform, a giant spot 
light, a first aid box and some crew ina transport. The second file has 3 single-seater 
bikes and then on larger fighter. The last file has a troop transport and then a heavy 
flyer that has a gun big enough to probably be artillery! The modeling is very nice 
looking and since these are easy to assemble would could put together a large paper 
force very quickly. This is not for people expecting to assemble 3D vehicles, but if 
you’re fine with 2D paper models then this is a great pickup and it’s only $3.00! 


Review by Rodney Forehand 


Citizens of Himmelveil (d20) 
Published by WorldWorks Games $7.99 
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time now and so it only seems natural that they would also move into cardstock minia- 
tures. I know from reading forums and such that cardstock miniatures have gained 
some popularity, especially among those who enjoy miniatures gaming but don’t enjoy 
painting. Another popular consideration for cardstock miniatures is their ease in trans- 
portation if you have to travel. Citizens of Himmelveil is just what the name describes, 
it’s a file with several paper citizens you can assemble fairly quickly to populate a 
town. 


Like all WorldWorks Game’s products the file contains instructions for assembling 
your paper people. It’s pretty simple too! An industrious person could have all these 
miniatures assembled in one evening. You do have the option of making the bases 


separately or just leaving them as part of the miniature. In this file you get 20 citizens 
ranging from regular citizens to nobility. The regular folk have occupations that might 
be sought after by your adventurers, such as a carpenter, a blacksmith, a barkeep and 
even a priest. 


The file has 28 pages, but not all of it is filled with instructions and cut-out figures. 
Each citizen has a background and characters stats in the current d20 edition. Also 
included are some plot hooks that could be used individually or as part of one long 
storyline. There is also a page of new magic items. Another version of the Citizens of 
Himmelveil 1 is available that uses the Savage Worlds game system character stats 
instead of the d20 stats. _I have to say it seems like a good value. Considering I’ve 
been a die-hard metal miniatures fan for a long time the idea of using cardstock figures 
was never really an option for me. But, seeing that they can help you fill a town with 
citizens fairly quickly and they are easier to distinguish as NPC’s I find myself liking 
them a lot better. If your gaming group is willing to consider adding cardstock into the 
mix of your gaming sessions then these are well worth checking out. 


Citizens of Himmelveil II (d20) 
Published by WorldWorks Games $11.99 


Citizens of Himmelveil II is a new release from WorldWorks Games as a follow up to 
their Citizens of Himmelveil. This time they get even more ambitious by adding a few 
more pages and a lot more stuff. Just like in the first file you get citizens to populate 


the town, but these are more focused on folks you’ll find on the streets of 
Himmelveil...dead or alive. If you have already assembled the first batch of citizens, 
then it will be easy to jump right into this batch as the instructions are the same. If this 
is your first time buying cardstock miniatures from WorldWorks Game, then no fear, 
because the instructions are included and they are pretty simple. This file has 34 pages 
and contains 20 citizens, 3 pages of animals (dogs, cows, sheep, donkeys, chickens, 
etc.) and a bunch of corpses. The citizens in this file are all manner of street folk rang- 
ing from beggars to guards. 
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The citizens all include bios and d20 characters stats. The animals also have stats and 
there is additional info with the corpses that give difficulty levels for determining 
causes of death. Like the previous Citizens of Himmelveil this one includes a series of 
plot hooks that can be used individually or as plot of one long adventure. There is also 
a magic item, the Necromancer Stone. If you are a fan of the first Citizens of 
Himmelveil, then you will definitely want to pick this one up as well. If you’re on the 
fence about cardstock minis then I would recommend checking these out before com- 
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c) 


pletely discarding the whole notion. Even if you decide that cardstock miniatures are 
not for you, you’ll still have some premade NPCs at your disposal. The folks at 
WorldWorks Games have done a real nice job with this one. 


Reviews by Rodney Forehand 


Wormhole 
Published by WorldWorks Games $24.99 


Up until now WWG has stuck to producing terrain sets for you, the gamer, to build and 
have not ventured into actual games. Well, that’s not 100% true since the Platform 
Command: Red Sector set contains a diceless mini-game called Crushed. Wormhole is 
a product that really launches them into the category of game publisher. For your 
twenty-five bucks you get a spaceship combat game and all of the figures, in the form 
of cardstock models of course, that you need to play with. 


There’s a lot to review and look at here so I’m going to start off with a brief look at 
everything you get in the set and then will break down each part of the whole. In- 
cluded in the set is a pdf that includes all of the files, which is what you’d expect. Af- 
ter you download and unzip the files you’ll find that there’s a graphical user interface 
that you can use to pull up any of the files that you want to use. Of course, you can go 
into each folder and just open whatever pdf you want but this GUI feature is pretty 
cool and is an added bit of professionalism and adds a bit of ease of use. 


This set, which is the first release in this game line, features two fleets. Well, it’s sort 
of two fleets. The Sathricans make up the initial release, but they are broken up into 
two factions, the Royalists and the Seperatists and you get the same ships in each of 
their fleets but one is orange and the other is blue. Their differences will come out 
later, but it’s they are not radically different armies. Since this is very clearly billed as 
“release 1” of the range I expect that new races/fleets to be released to expand the 
game and the options available to players. 


Each fleet consists of six different types of ships ranging from small fighters (missile 
and skirmish varieties) to medium sized frigates and corvettes and then quite large 


Blue Table Painting 


Get your world painted 
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www.worldworksgames.com 


battlecruisers and carriers. If you’ve built any WWG sets before you know the drill of 
printing out multiple sheets of pdfs onto cardstock and then building whatever you’re 
holding in your hands. Usually that’s buildings, vehicles, or standees (cardstock 
miniatures) but now we’re building spaceships. To aid you in this process, even if 
you’re an old pro, I _ highly suggest checking out WWG_ website 
(www.worldworksgames.com) where they have several video build tutorials. They 
really do a great job of explaining the whole build process and are well done. Not 
some shaky camera work by a kid in his bedroom using a cheap webcam. I found that 
the builds for the various ships was not really any more difficult than buildings and 
they were generally much easier to build than some of the fiddly bits that you get with 
many of the modern sets. Hey, I love my phone booth and it makes for a cool Matrix- 
like prop on the table for my Rezolution Hackers to use but it was a pain to put to- 
gether. The best thing to do with the ships is to base them on 1/4” black foamcore, as 
you’ll see in the videos. Black foamcore will run you about $5 per sheet, which is 
about twice the cost of regular white sheets, but when you put the models down on a 
black playing field they look quite nice and the foamcore adds a lot of stability to the 
models. You’ll also spend a good amount of time putting together your command tray, 
more on that later, where you’ ll direct the actions of the ships in your fleet. In addition 
to the actual ships you’ll be building cubes, about the size of dice, that will indicate 
status of your ships. In a few hours you can have a nice selection of ships build and 
ready to play with. Miniature purists might initially be turned off, but as you know, 
I’ve become a huge fan of cardstock terrain over the past few years and I see the same 
potential upside to using cardstock models. When comparing metal/plastic minis to 


www.worldworksgames.com 
WORMHOLE y 


N corr 


es fantasy to sci-fi, if you can dream x 
it up, we can paint it! We have Y ij ARS 
* painting any type of model 


or exp<¢ lence 


Pricing starts as low as $ 5 per model. 


those of the cardstock variety you have some similar tasks like assembly, but on the 
cardstock side you don’t have any painting to do like you normally would. Regarding 
assembly I’d say it’s kind of 6 or one or half a dozen of the other when it really comes 
down to it. The only thing close to painting that you’ll need to do with the cardstock 
minis is to black-line along any white edges that show. I’ve seen, and even used my- 
self in the past, plenty of unpainted miniatures and that’s completely gone here. I real- 
ize that painting is part, sometimes a huge part, of our collective hobby for some peo- 
ple and they will certainly miss that. For people that don’t have time to paint a whole 
fleet of ships or just don’t want to then a game like this is a great alternative. The area 
of durability has to be addressed, though. Clearly, paper (even cardstock) is less dura- 
ble than metal or plastic and I’ve been guilty in the past of not taking as good of care 
of my cardstock terrain as I should have but I figure that if you offer the same kind of 
care to your cardstock minis as you do to your metal/plastic ones then they should last 
just as long. Heck, you’re not throwing your Battlefleet Gothic or B5 ships around the 
room are you? 


No matter how big or small, 
we are here for you! 


Check out our Monthly pedals 


Ok, on to the game itself. You get a 51-page pdf rulebook that starts off with a quick for some AWE_.SO Radial 
rundown of what Wormhole is, which is a fleet scale space combat game, and then gets Brand X Painting \ 
into a brief description of who the Sathricans are and why the two factions are fighting 122 W400 5 , we 
each other. Each ship, or ships in the case of small fighters, comes with a base that Payson, UT 84651 
give you lots of information about it’s capabilities. The name, turning arc, firing arc Phone: 
and room for data cubes and shuttle docks (not all bases have these) of the ship are on 801-687-779¢ 
the base for quick reference. Website: 
www.brandxpainting.com 
E-mail: 


>randxpainting.com 


Earlier I mentioned the command tray and you’ll need to build one order and status 
unit per ship in your fleet. A fully built command tray can be seen on the previous 
page. Yes, this is an extra part of the construction that you’ll need to do to play the 
game, but if you take a step back and look at it it’s a pretty cool looking game aid 
where you’ll flip switches and slide gauges to pick what your ships will do each turn. 
Yes, you could keep track of all of that on a sheet of paper or datacards but I think it’s 
a neat game gimmick that adds a sense, ok you have to suspend disbelief but we’re 
doing that anyway in all the games we play anyway, of sitting on the bridge of a space 
ship and slipping switches and whatnot. Remember watching Star Trek or Battlestar 
Galactica and wondering what all of that switch flipping did? Well, now we know. 


Fleet design and game prep is explained well as are actual game set up and play. The 
game turn follows a staggered initiative sequence where ships on each side act in order 
of their initiative through several phases that start after the issuance of orders. Then 
we go through movement, then attacking (which includes taking damage), then 
cleanup and repair. Standard d6’s are used throughout the game and each weapon be- 
ing used clearly states the number of dice you throw to hit and the defender rolls 
against hits based off of their defense rating. Damage taking during the course of the 
fight will degrade a ship’s capabilities as the game goes on. The data cubes will 


quickly show everyone if a ship is operational, suffering from a power loss, is dam- 
aged, or is crippled. If your status changes you just rotate the cube to the proper status. 
As you’d expect each of the fleets has some special abilities of their own that they can 
exploit during a game. The whole thing is visually spectacular and not hard to grasp. 


Ok, so for about twenty-five bucks you get a complete space ship combat game that 
you need to build. Is it worth it? Well, you’ll pay at least that much for a set of rules 
of pretty much whatever game and you get the other components you need along with 
the rulebook. You will incur an extra cost to build these components but you’ll be 
doing the same with metal/plastic miniatures and you know they are not cheap. Let’s 
say you spend $100 on miniatures, which is a relatively small amount when building a 
fleet of space ships, you can spend the same amount to get at least 100 sheets of card- 
stock printed up at Kinko’s or some other printer and that would easily give you 
enough ships and command tray parts for two people to play. And that’s two fleets, 
not just one. So, the initial start up cost is probably cheaper, depending on what you 
would buy and build, and the cost to add to your fleet of ships is also cheap. If you 
choose to print yourself then you’ll have a cheaper cost per page printed but you'll 
need to buy ink yourself and you end up eating the cost of bad prints while whatever 
print shop you might send the files to will have to give you back quality prints. If 
you’re not sure if you can get into cardstock models WWG offers a free ship download 
that you can grab and build. If you like the resulting model then I think you’ll like the 
rest in the game. If not, you’re not out anything except a bit of time, ink and card- 
stock. I think that it’s all a matter of preference and mindset whether or not you’ ll like 
the game since the game is based around the models that come with it. The game com- 
ponents are something of a cross between what you’d play with in a traditional minia- 
tures game and those that you might see in a boardgame. It still has a hobby or con- 
struction aspect to the game, but it is different than sitting down and painting models. 
You’ll be sitting down and building but not painting. I’m on my way to building 
enough stuff to play a battle report in a future issue of Fictional Reality and I find the 
game highly, and easily, expandable with new fleets that can be created by the WWG 
crew. Check out the WWG website, grab the free model and then take a cruise around 
their forum to decide if it’s for you. 


Review by Mark Theurer 


| CAV: Shards $9.95 
Produced by Mil-Net 


B shards is a scenario book for CAV that is published by 
Mil-Net who have been granted license by Reaper Minia- 
tures to produce new material for their sci-fi game. Shards 
is available as a pdf and contains 97 pages of new rules, 
new fluff text and lots of scenarios. The new rules take up 
just about a page and a half and are nothing that will shake 
the foundation of your game. Oh, by the way, be sure to 
grab the 2008 CAV edition of Rage Chronicles from 
www.reapermini.com because that will impact your CAV 
A... El games at least somewhat. The rules in Shards deal mainly 
with the use “of variant CAV builds, unique models and terrain. The terrain rules just 
really seek to clarify recommended terrain height levels and what models can generally 
see over what heights. 


Ros sees old 


The fluff text will be appreciated by CAV fans and those that want more insight into 
the going on of the game universe but the largest section of the book are the scenarios. 
Each starts off with some background info to let you know why you are throwing 
down and then you get scenario-specific rules along with very clear task force lists, 
deployment directions, objectives and any options that might be available to either 
side. The write-ups are all very easy to follow and there’s a lot of fluff text and art- 
work sprinkled throughout the book. I like the artwork, all black and white, a lot and it 
reminds me a bit of the cartoons that I used to watch as a kid. Maybe I’m just being 
nostalgic, but I like it. 


The scenarios range from those using lots of CAVs, to those that include ground and 
air vehicles, and even an all-infantry one. It’s got a nice spread of choices and every- 
one should find something they like. After the scenarios you get some nice write-ups 
of each faction and how they get along with the others in the game. There’s also new 
and unique units for each faction to add a bit of spice to your armies. The book ends 
with maps of each scenario so you can have your table layout match what the authors 
intended when the wrote the scenarios. It’s a fine supplement for any CAV fan. 


Review by Mark Theurer 


Battleground: Fantasy Warfare giveaway! 


The good folks at Your Move Games were nice enough to provide us with some extra armies for Battleground: Fantasy Warfare so we wanted to share 
the love with you, our readers. We’re giving away four complete armies (Starter and Reinforcement decks) for the Dwarves, Wood Elves, Lizardmen 
and High Elves. All you have to do to win one of the decks, chosen at random, is be the first e-mail to hit my inbox on any of the following days; June 
14, June 28, July 5 or July 12. Just put “Battleground Giveaway” in the subject line and I’Il tell you if you’ve won. We’ll cover shipping no matter 
where you live and soon you’ll have a Battleground: Fantasy Warfare army to play with. You can only win once, but you can send me an e-mail on all 
four days in the hopes of winning. Oh, send your entries to me at m.theurer@tx.rr.com 


Thanks for reading Fictional Reality and thanks to Your Move Games! 
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03279 Golrick, Merc Warrior $3.99 
o am Sculpted by Julie Guthrie 


ae 
gato Rs 


Golrick is a single piece solid cast model with 
an integrated metal base. He is heavily ar- 
mored and carries a very long sword as if it is 
an extension of his arm. His armor is pretty 
cool with it being more ornate that your nor- 
mal “run of the mill” armor, and yet it is not 
something that I would consider “over the 
top”. It is also ornate in such a way as to not 
force him into any particular alignment (i.e. 
this guy could be good, bad, or anything in 
between). The main exception to this is his 
rather unique feet, a detail that you may miss at first glance. Both feet are clawed, and 
whether this is due to him wearing some sort of clawed boots, or due to the fact that he 
really has clawed feet, I can’t really tell, but it is a detail that marks him as out of the 
ordinary. The base of the model is large enough to allow the model to be stable, espe- 
cially since it has a stance that is very nicely balanced. The model is very clean with 
only barely visible mold lines and hardly and other excess metal on it of any sort. This 
is a very versatile warrior model that has a multitude of uses either as a player charac- 
ter model, a non-player model, or even the member of a larger army. 


03282 Urich, Adventuring Fighter $5.99 
Sculpted by Tre Manor 


This fighter’s right hand/sword and 
shield come on a separate sprue and both 
of these pieces required no more clean- 
ing than just removing them from the 
sprue that they were cast on. Urich is 
standing in a combat-ready pose and has 
brought a good amount of gear with him. 
On his back you’ll find a large scabbard 
for his sword, several pouches, and a 
small-ish water cask. He’s also carrying 
a coil of rope and a short sword so he’s 
ready for whatever comes his way. His 


armor is made up of metal and leather pieces and the one that sticks out the most is his 
helmet. His horned helm gives him a bit of a “not-good” feel but I wouldn’t call him 
evil, though. It’s more of a bad-ass look and feel that I get from him. Long, stringy 
hair runs out from under his helmet and his face has a very serious look on it. There 
was a tiny bit of flash on the short sword scabbard but other than that the main figure 
didn’t require any cleaning and I could not find any mold lines. With the horned helm 
he could probably pass for a chaos warrior kind of guy, but as a regular dungeon ad- 
venturing hero he’!] be even better. 


03283 Sora Goldflame, Female Cleric $4.29 
Sculpted by Jeff Grace 


This is one of the better cleric models that 
I’ve seen recently. For one reason I think 
it brings to mind at least two different 
characters I’ve read about in some of my 
favorite fantasy books. For another, she 
appears to be the kind of cleric that does 
not mind being on the front lines defend- 
ing the flock with force when it is called 
for. She is armed with a mace and shield 
and is in a pose that depicts her in the 
midst of battle. She comes in two pieces, 
the shield with the attached forearm being 
the one part that needs to being glued on. ; 
She is heavily armored (as any good warrior monk should be) with sleek jnaiing ar- 
mor that does a good job of highlighting her profession as well as her gender. The 
detail both in her facial features as well as her armor is excellent and really makes the 
model. She is also a clean model that has very little flash and mold lines, so cleanup 
and prep will be fast and easy. The model comes with an attached metal base, and it 
appears to be large enough to keep her upright through normal use. All in all, this is 
another great model that can be used in wide variety of roles. 


03284 Magic Treasure IV $7.99 
Sculpted by Various 


This blister is the next in the serious of magic treasures from Reaper, and I think that it 
is my favorite to date. This set comes on two sprues that include a total of eleven dif- 
ferent items. One of the two sprue has on it two arcane books, one of which is laying 
open, while the other is closed. The closed one is adorned with a cover that definitely 
makes it look demonic or at least a book of the darker arts. The open book has a more 
plain cover with a star on the front. The other two items on the sprue are both spheres 
which can be used as scrying balls; one is large, and the other is small. The second 


sprue has an array of seven items, 
four of which are staves, one is a 
crude wand, and the other two are 
scepters. The staves vary from each 
other quite a lot and range from being 
evil looking (mounted with a large 
laughing skull) to regal looking to a 
plain gnarled walking stick. All the 
items are very identifiable with clear 
crisp detail and can be easily used to 


modify other existing models as well as be used as accessories in a game or diorama. 


03285 Dynis, Elf Thief $4.99 
Sculpted by Tre Manor 


Dynis is decked out in leather armor and 
has two weapons, a sword and a dagger. 
One thing I like about this sculpt is all the 
equipment she is carrying. Lots of 
pouches are on her back and on her belt. 
There’s a bottle that could be poison or 
whatever you want, and on her left tight 
is a strap holding 4 darts. There was 
some flash on the weapons and on her left 
hip that had to be cleaned up, but there 
was no major mold lines so clean up only 
took a few minutes. 


03287 Bryndi, Female Warrior $4.99 
Sculpted by Tre Manor 


If you need a female paladin for D&D4 
then Bryndi is your girl! This one- 
piece model is wearing a mixture of 
metal and leather armors and has a me- 
dium-length cloak. She has a round 
shield and is ready to fight with a sword 
in her right hand. Two braids hang 
down on either side of her head which 
is covered by a winged helm. She is 
standing in a good battle pose and looks 
like she’ll fit on a 1” square base with 
only a little trimming of the integrated 
base. I mention that because I end up 
re-mounting just about everything that 
doesn’t come on a base (plastic slotta 
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variety or otherwise) myself. The rim of her shield and the flat of her sword had visi- 
ble mold lines that took about 20 seconds to clean. She’s carrying a little bit of gear 
like a pouch and a mace, but what really stands out on this figure is her armor because 
there’s a lot of it and not much skin showing. Her face is very well done and I can see 
her being a sought after miniature for a player-character model. 


03291 Wizard, Heinz Stargazer $8.99 
Sculpted by John Winter 


Heinz is a bespectacled old man with a 
long beard and long, flowing robes. He 
carries no weapons nor equipment, but he 
comes with a large two-piece telescope. 
He’s not overly detailed and, in fact, is a 
pretty clean and simple model but there 
are added details like wrinkles on his 
forehead and wire glasses that I like. 
Mold lines were visible across his 
pointed hat and also down the right and 
left sides of his robe. These lines were 
faint and pretty easily cleaned but were 
definitely visible and need to be taken 
care of before priming the figure. The 
telescope stand was clean and didn’t 
need any cleaning, but the telescope itself had a visible mold line running around the 
whole piece. Overall, cleaning took a few minutes but was not excessive and the tele- 
scope was assembled with just one drop of glue. Without the telescope Heinz would 
make a good spellcaster player-character model, but with it he’s not really suited to 
adventuring or crawling through dungeons. If you want to all of the pieces I think that 
he’d make a nice part of a diorama or he could do very well as part of a baggage train 
for a fantasy army. He could be the royal astronomer who’s forecasting the best time 
for an attack. A good model, but one with limited uses for a typical gamer. 


03292 Almaran the Gold, Paladin $6.99 
Sculpted by Bobby Jackson 


Okay, if you are looking for a paladin model, 
look no further, this guy is just awesome. In 
fact, except for the flaming sword, you might 
think this guy might be Sir Lancelot or Sir Gala- 
had right out of legend. His heavy plate armor is 
adored and outfitted as you would expect of 
only the finest of champions, and the sculptor 
has gone to great pains to give the detail in this 
model a distinctiveness that is really worthy of 
comment. Instead of taking the easy way out 


and putting a helmet on this knight, the sculptor has shown just how good he is by do- 
ing an excellent job with the head and face of this handsome crusader of good. The 
model comes in two pieces, with the shield being separate from the rest of the model. 
The shield itself is something that is really outstanding all by itself. On the face of the 
shield is an angel with a sword across her chest and further detail behind her. The en- 
tire shield stands from the ground nearly to his chin, so it’s hardly something that will 
escape notice. The base on the model is pretty small, and since this guy is no small 
chunk of metal, it probably won’t take much to knock him over, so I recommend 
mounting him or a secondary base. There are a couple of support posts on the model 
that need to be removed and cleaned off, but besides that, the model is surprisingly 
clean with very little in the way of mold lines or flash on him. This is a great model 
that would be a good selection for painting enthusiasts. 


03293 Ursula Silverbraid $4.49 
Sculpted by Bobby Jackson 


So, I have to say I was really excited when I saw this 
mini. I’m a big fan of Ursula’s bear riding sculpt as 
part of the Dwarf Warlords army. Now, we have a 
dismounted version of her. She is basically equipped 
just the same as before, except now she has a huge 
axe instead of the two-handed sword. Yes, she’s still 
got the eye patch too! For those of you not familiar 
with Ursula already, she’s wearing platemail upper 
body armor and a brigandine-like skirt. Her shield is 
a separate piece that you can either glue to her back or 
maybe leave it off. Clean up was pretty quick, not 
much flash but there were some small mold lines on 
her shoulders and arm. 


03295 Snar Mangebelly Kobold King $3.99 
Sculpted by Bobby Jackson 


Kobolds! It’s hard to find Kobold 
miniatures and now Reaper has 
added another to their stock. He 
looks really cool too. He has a crown 
on his head, a scepter, and a skull in 
the other hand (Alas, poor Yorick!) 
and he’s wearing a loincloth. One 
addition about his gear I really like is 
the rings on his tail. Compared to the 
kobolds that come in the other two 
packs he is about a head taller, but 
hey, he is the king so he needs to 
stand out! Survival of the fittest ko- 


bold (to be the king) and he’s ripped with muscles. Clean up is a cinch as this model 
came out extremely clean. I had one piece of flash to clean, but it took me longer to 
get the metal file out of the case than it did to clean the flash. 


03296 Snow Goons (3) $6.99 
Sculpted by Jason Wiebe 


First, I want to apologize to 
Jason if I am spelling his last 
name incorrectly. I noticed 
that it is spelled two different 
ways on the Reaper web site, 
but the above spelling seems 
to be the most prevalent even 
though it does not match the 
spelling on the blister. So 
regardless of what is says on the outside of the blister, the inside contains three differ- 
ent models of what must be the demon possessed versions of Frosty the Snowman. 
What we have here are three snowmen (or goons as the case may have it) that are more 
likely to scare the pants off children than they are to sing and dance with them. Each 
of them is a single piece model, and although they all have arms and weapons of sorts 
(a spiked club being the worst of the three), they are all lacking legs so outrunning 
them shouldn’t be a problem. I think that these would make a great set along side one 
of Reaper’s Holiday Sophies. You could really put together a cool diorama of the 
Holiday from hell. These guys are fun models that are both well done, and well 
molded. 


03297 DHL Classics: Female Rogues $7.49 
Sculpted by Sandra Garrity 


This blister is a pack of three female rogues. They’re all human, but since all of them 
have hair covering their ears you could easily go Elf or 1/2-Elf as well. They’re all 
wearing cloth or light leather and have a swashbuckling look to them; two are even 
wearing knee-high boots. One is drawing a broadsword, one has a dagger and a pouch 
in the other hand 
and the last one is 
posed with two 
daggers. All three 
are pretty light on 
equipment with 
maybe a pouch or 
two each on their 
belts. One had a 
mold line that re- 
quired a bit of work 
on a leg, but other 


than that just clearing off some flash was all 
that was required. 


03299 Eskin, Male Rogue $ 4.99 
Sculpted by Bobby Jackson 


If you’re looking for a stealthy rogue or assas- 
sin figure then you’ll definitely want to check 
this one out. Eskin is crouching in a very low 
pose and is ready to spring into action. He is 
wearing all leather (or cloth if you want) and 
has a long dagger in his left hand. Equipment 
wise he’s got a large case on his back, some 
silk rope (looks thin enough to be silk anyway) 
and some pouches on his belt. There’s a pouch 
with darts on one thigh as well. The one really cool piece of equipment is the skull 
mask he’s wearing. This figure comes out pretty clean with almost no flash. There 
were some tiny mold lines on his backpack and legs. 


03300 Children of the Zodiac: Pisces $6.99 
Sculpted by Patrick Keith 


This is the third of “Children of 
the Zodiac” series being sculpted 
by Patrick Keith. This one, as you 
might guess from its name, is a 
model of a lovely mermaid lifting 
herself up on a rock. There are 
two parts to the model, one being 
the mermaid and the other being 
the special base that I’m guessing 
will go with the rest of the series to 
form a large ring. The base is 
metal and has an indentation to 
mount the mermaid, and also has 
the raised “Pisces” emblem. The 
Mermaid can be used with or with- 
out the base. The details on the mermaid are nice and sharp, and there are only slight 
mold lines that run down the sides of her tail. I’m looking forward to seeing the entire 
series of these. 


03301 Sir Titus, Guardian Knight $5.99 
Sculpted by Bobby Jackson 


Sir Titus is a classical well armored knight. He fights with a sword and a nicely 
adomed shield, armor and a cape which all gives you the impression that he is some 
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sort of lower nobility and/or he is a knight that 
fights for a noble cause. The model is a single 
piece solid cast model with an attached metal 
base. There are a few nubs of flash on him, and 
there is a support post connecting his left knee 
to the bottom of the shield that will need to be 
cleaned off. His base is rather small making his 
a bit prone to falling over, so I would guess that 
you would want to mount him on a secondary 
base. He is a pretty sturdy model (in fact I 
don’t think that the support post is really 
needed) with the exception of his sword. At the 
hilt of his sword there is a joint with very little 
metal to support it, so not only does it bend 
easy, but I’m think it’s only a matter of time 
before it breaks off. A spot of glue as a preven- 
tative measure here would probably be a good 
idea. This is a versatile model that could be used as a character of as a member of a 
fielded army. As a matter of fact, I’m thinking that this guy would even fit nicely into 
a Crusader army for Warlord. 


03302 Balthazar Ironfaith, Male Cleric $7.49 
Sculpted by Bobby Jackson 


This model is a good sized chunk of metal for a human sized figure. He comes in three 
pieces and has a small metal base attached. In fact the base is small enough the mount- 
ing him on another base would be a good idea. There are two pieces besides the main 
model, and they come attached to acommon sprue. They are both right hands, but one 
holds a sword, and the other a mace so you get your choice of which of these to use, 
and the other then becomes extra. He 
is wearing large voluminous robes 
over plate armor and carries a large 
shield embossed with a star emblem. 
The main body of the model is more 
than a little stout, and not going to be 
fragile in any way. The smaller pieces 
are not bad either, though the shaft of 
the mace could be bent without getting 
a hernia. Besides the sprue, and a few 
minor molds lines, there is very little 
cleanup needed to get this guy on the 
road. The detail on the model is very 
clean and distinct and the two areas 
that stand out to me are the face and 
the fall pattern of the cloak on the 
back (you may think it a small thing, 
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but my attention is often drawn by such small things). I’ve seen a few excellent cleric 
models this issue and I do have to add this one to the list. 


03303 Cave Girls (2) $5.99 
Sculpted by Winter and Wilhelm 


These two ladies will make 
perfect additions to the Lost 
World army that I’m building 
for Warlord. It will be my sec- 
ond Warlord army and already 
contains the rest of the Reaper 
cavemen and these will bolster 
their forces well. The first is 
bare-chested and is ready to 
crush an enemy with a huge 
club. The only thing she’s 
wearing is a loincloth, a neck- 
lace and an anklet. The other is 
standing in a ready pose and 
carries a stone-tipped spear. 
She has fur boots and a hide bikini but the top only barely contains her womanly parts. 
Both had mold lines that needed to be cleaned but they were both cleaned and ready to 
be fixed to a 1” square base in just a couple of minutes. Neither of them look quite as 
primitive as the other Reaper cavemen but I still think they’ll work fine as part of a 
whole unit. 


03304 Zarion Bloodnail, Warrior $4.99 
Sculpted by K. Williams 


This is a guy that looks like a guy that might slice you open just to watch you bleed. 
He is a one piece solid cast model with an attached metal base. He is in full plate mail 
and carries a nasty looking battle axe. He 
also wears an impressively horned helmet 
and the shoulder pads on his armor even 
have a couple of spikes on it. But the 
thing that stands out the most is the 
unique batwing shaped shield he carries. 
The base is a tad narrow so is will not 
take much to topple him over. There is 
very little flash or other excess metal on 
the model so there is not too much clean- 
up necessary to prep him for painting. 
The figure is nice and sturdy with no 
weak points that are readily apparent. I 
can see this model working well as a 


character model, that is if you happen to be running in an evil party, or as a nasty ad- 
versary. In fact the thing that flashed through my demented head when I first saw this 
model was that is was a perfect death knight since there is no skin showing. 


03305 Tallus Tenspell, Wizard $4.99 
Sculpted by Bobby Jackson 


I’ve often wondered why low level parties of 
adventurers can many times be seen accom- 
panied by a old wizened sorcerer (hmmm, 
perhaps we can blame that precedent on Lord 
of the Rings). Models often support this 
visual, but here we have the mold breaker 
(pardon the pun). This is a single piece solid 
cast model of a, dare I say it, a young hand- 
some wizard. The base is small enough to 
encourage you to mount it on another base, 
but the model is nicely balanced regardless. 
The figure is cast well, with no real weak 
points, but the staff he holds over his head in 
a dramatic pose is of course sender enough to 
be bent without too much effort and could even be bent in shipping. He does have 
some mold lines and some minor flash on him, so there is a moderate amount of 
cleanup required, but this guy is cool enough that I can see him being selected as the 
object for a painting contest. If you have any interest in starting a wizard or a sorcerer 
type character, you may want to give this guy a look. 


03306 DHL Classics: Female Dwarves $7.49 
Sculpted by Sandra Garrity 


There’s 3 Dwarves that come in this blister and they are really cool. Two are wearing 
leather and one is in chainmail. They all have metal helms. One carries a spear, an- 
other has a sword and shield and the last one (the one in chain) has a shield and battle- 
axe. If you have some of the Warlords shieldmaidens then these match in height, but 
are a little thinner 
and _less...bustier. 
They’re great look- 
ing sculpts, so if 
you’re a fan of 
Dwarves like I am 
then you’ll want to 
consider adding 
them to your col- 
lection. There are 
some flash and 
mold lines to clean 


up on each model, mostly around the helms, weapons and shields. The entire cleanup 
is fairly quick though and you can have these ready to prime in a really short time. 


03307 Kalrix, Warrior $5.99 
Sculpted by Bobby Jackson 


Early I remarked that Urich had a less than 
good guy look to him, but Kalrix really 
gets closer to the evil warrior look. He 
wears lots of plate, and a little bit of chain, 
armor and has a seven sided shield. what 
makes him look evil to me are his sword 
and part of his armor. The sword has 
some runes on it and some extra spiky bits. 
the part of his armor that does it for me is 
his collar. He doesn’t wear a helmet but 
there is a high collar to his armor that has 
what looks like two horns sticking out 
from it. His face is sculpted to look kind 
of peeved, too. His cloak is somewhat 
torn and ragged. Cleaning on him was a 
bit more significant than on some others in 
this batch. His shield, armor, sword and cloak all needed some attention, but none of 
the mold lines were too thick nor did the cleaning of them mar the figure. I was a bit 
confused when I opened up this blister as it’s credited to Bobby Jackson but online in 
the Reaper preview section it seems to have been sculpted by Gene Van Horne. Either 
way it’s a nice figure and one that would make a good evil fighter, maybe as a “boss” 
villain for your party of adventurers to beat up on as a final challenge. 


03308 Marise Greyshroud Wraith Queen $13.99 
Sculpted by Bob Ridcifi 


Okay, this is a cool model in more than one way. First of all, there are three pieces 
that strictly speaking make up two different models. But if you wanted to separate 
them, it would take very little work to turn them into three separate models. The 
Wraith Queen herself is of course one of the pieces (one that could easily be turned 
into a stand alone model). She is scantily clad with breezy clothes filled out with not 
very wraith-like flesh that must of course be some sort of illusion. She holds over her 
head an evil looking sword and has a head piece that is sure to mark her as a not so 
nice lady. Of the other two pieces, one is already a stand alone model of a couple of 
wraiths coming from the round around a portion of rod iron fence. The final piece is 
meant to be the stand for Marise, and it too has a couple wraiths coming out of the 
ground around the place were she would be standing. All of the pieces have a few 
tendrils of excess metal on them, but all are easily removed and there is very little in 
the way of mold lines. This is a really great set for an impressive diorama; in fact you 
may want to get more that one copy to add more of the wraiths. As for a character 
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model, you can do that too just by 
using the Wraith Queen and mounting 
here separately and using the rest as 
independent wraiths. This is easily a 
blister worth of b of building an en- 
counter or a diorama around. 


03309 Kord, Berserker Hero $6.79 
Sculpted by Tre Manor 


This grizzled veteran of many battles 
is beefy and he definitely looks like 
he’s been through the wringer and that 
he’s able to put his enemies through 
the same wringer himself. His face 
looks quite angry and a very visible 
broken nose, probably several times 
over, is the focal point of his head. He 
has long, stringy hair and stubble on 
his chin. Calling him muscular is a 
gross understatement. He’s burly in a 
Conan sort of way, and then some! 
Big, big muscles are all over his body 
and veins are visible on his biceps. Three skulls hang off his belt as trophies along 
with a pouch. In addition to the visible sword and axe there’s also a dagger on his 
right boot. He wears a few armor plates but is mostly covered with an animal fur 
cloak. He makes a superb heroic barbarian warrior and yes, he’s over the top in his 
musculature but I like him. In addition to being a great player-character model he 
would also be a superb leader of a barbarian-themed army in Warlord if you were so 
inclined. 


03311 Rhaine, Female Duelist $4.99 
Sculpted by Werner Klocke 


Rhaine, I have to say is a 
pretty cool looking model. 
She has an innocent look to 
her, but gauging by her 
equipment that probably just 
makes opponents underesti- 
mate her. She’s got a basket 
hilted sword and a very large 
pistol in her other hand. He 
outfit appears to be light cloth 
with puffy cuffs on her 
sleeves, and her leather boots 


go all the way up to her thighs. Rhaine has a very anime look to her, so she’s defi- 
nitely a miniature to consider if you like that style. This figure comes in two pieces, 
with the sword arm being the second piece. This model had a little flash and no mold 
lines that I could find, so other than attaching the arm this model should be ready to 
paint fairly quickly. 


03312 Townsfolk XI: Cultists $12.99 
Sculpted by Bobby Jackson 


This is a model set that would 
have been perfect in the last 
D&D adventure I played. 
There are four parts to the set, 
and each of them could be 
stand alone models if you so 
chose. Each of the four 
pieces are single piece solid 
cast models that go together 
to depict a scene where two 
cultists (one reading from a 
tome where the other one has 
a curved knife raised and 
ready for action) are standing 
around a stone ring contain- 
ing a bound female captive. 
The first cultist as mentioned is reading from a book, and since the cover of the book is 
decorated with a skull, I’m guessing that the contents of the book are something more 
than recipes for fruit salad. Both cultists are cowled with nothing visible beyond their 
hands and faces, but their robes are marked with what must be either arcane or reli- 
gious symbols. The stone ring is a cool accessory and is worth picking up all by itself. 
It has items sitting on it like skulls, bowls, a dagger and a candle all of which definitely 
give it the look of a wizard’s play pen. Finally we have the helpless female victim that 
is bound hand and foot, and blindfolded. She does not appear to be conscience, which 
I suppose is a good thing for her. All the pieces are crisp in their detail and pretty 
much free of things like flash and metal spurs, and even the mold lines are mild. This 
is a cool set that I can easily see an encounter being built around. 


03313 Al Rach Hazzed, Barrow Warden $7.99 
Sculpted by Gene Van Horne 


Al Rach is a three piece solid cast model of one ugly looking dude, who has got to 
have real problems with the ladies, at least the live ones. The first of the two parts that 
attach to the body is his right forearm and the jagged sword that it holds. It attaches at 
the elbow over a nice ball in socket joint making for a good solid connection. The 
second piece is a bone decoration that he wears on his back. It also fits to his back 
with a ball in socket joint again making for a nice solid joint with a bit of glue. The 
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bone decoration has a lot of points 
on it so as you would expect has 
some tendrils of metal that will need 
to be cleaned off, but besides that, 
the model is pretty clean. The model 
is well balanced, and the base is 
large enough to keep him from being 
tipped over too easily. The face on 
this guy is one of the best parts about 
the model, and with the right paint 
job it will definitely be an eye 
catcher. I think this model would do 
very well with a number of ghouls 
and zombies crawling at its feet. 


03314 Angel of Radiance $10.99 
Sculpted by Bob Ridolfi 


Here is the latest in Reaper’s excellent series of angels, a collection that has been de- 
veloping for quite some time now. This model comes in five pieces that include two 
wings, a shield, a metal base, and the main torso. Three of the pieces (the wings and 
shield) come attached on a common sprue, and between that sprue, and one support 
post between her sword hand and right foot, is the only metal that needs to be cleaned 
off of this model. The model is exceptionally clean with no mold lines, flash, or other 
wayward metal anywhere on her. The main torso mounts on the base with a nice post 
in slot joint, and the joint has enough contact area to be more than adequate to make 
for a solid connection. Her wings insert into to her back with a similar joint, and the 
shield is molded to fit over her 
arm. The shield is a pretty 
fancy piece of work by itself, 
and it is an excellent highlight 
to the model. The figure looks 
to be fragile, with a lot of slen- 
der areas, but surprisingly none 
of those areas are easily de- 
formed making it far sturdier 
than you might have thought. 
The detail everywhere on the 
model is great being both intri- 
cate and distinct with the sword, 
shield, and face all being areas 
that are exceptional. This is 
another one of those models that 
would make a great selection 
for someone entering into a 
painting contest. 


14470 Ilmarin, Elf Captain $4.99 
Sculpted by Gene Van Horne 


Ilmarin is wearing a variety of ar- 
mors and a lot of it is inscribed with 
elvish decorations but nothing too 
fine for a novice painter to easily 
pick out. He’s standing with both of 
his swords out and appears to be 
ready to fight. In addition to the two 
swords in his hands there are two 
more on his back in scabbards. The 
swords have nice detailing, too, like 
the armor. He has long, flowing hair 
and his pointed ears stick out from 
under his locks. All of his weapons, 
that come on a separate sprue, 
needed cleaning. Mold lines were 
visible on all of these parts and there 
was some residual metal from the 
casting process that needed to be 
cleaned. Additionally, be careful when removing the swords from the metal tab. Be 
sure to cut or clip them off and then cleaning off the handles the rest of the way. If you 
bend them, as I’ve been guilty of 
doing in the past, you could acciden- 
tally break off part of the handle it- 
self. The body of the model itself 
needed a bit of cleaning, but really 
only up on the metal shoulder plates. 


14474 Marilith, Darkspawn $11.49 
Sculpted by Julie Guthrie 


This model, created for the game of 
Warlord as a Darkspawn solo, also 
happens to be an excellent rendition 
of a popular demon from monster 
manuals that date all the way back to 
the original. I have actually seen 
models for this creature several times 
of the past couple of decades, and I 
am here to say that this is by far the 
best one that I have seen to date. In 
fact when I saw the price tag on this 
lady, I was more than surprised, I § 
think this is a great bargain that seri- 


ous collectors may kick themselves later if they don’t take advantage of it. The model 
comes in a total of only four pieces (no small task for a creature like this) and comes 
with a large plastic slotta base. Most of the model is all one piece, with three small 
pieces that come on a sprue. The three smaller pieces are two of the arms, and the long 
braid of hair that extends from the back of her head. Since there are a lot of pointed 
tips on this model (she is carrying six different weapons after all), there are a few sliv- 
ers of metal left over from the injection process, but besides that (and a few minor 
mold lines) the model is very clean. The model comes with a plastic base, but it you 
prefer, it stands just fine on its own. And even with all the extended arms and weap- 
ons, there are no apparent weak points on the model so there is nothing on it that will 
be easily damaged or bent. This is a very nice model that may be my favorite for this 
issue of the magazine. 


14478 Tohil Steadhand, Dwarf Sgt. $4.99 
Sculpted by Gene Van Horne 


Tohil is another Sergeant figure available for your 
Dwarven Warlords army. He dressed in mostly 
plate armor and is carrying a crossbow. This 
crossbow is pretty neat looking and it also has a 
scope on it. He is also pretty light on equipment 
basically wearing a pouch and a very large quiver. 
Tohil is a two piece model with the right arm 
(which is holding the crossbow) needing 
to be attached. The joint is a nice clean opening and should be easy to attach. 
This figure also includes a square slotta-base. The model comes out pretty 
clean with just a bit of flash to remove. 


14479 Drys, Elven Dryad $6.79 
Sculpted by Werner Klocke 


This dryad, or tree nymph, is a wonder- 
ful looking figure. Drys is growing out 
of the base of a tree and while she looks 
to be very obviously female she’s also 
quite otherworldly, too. Parts of her 
body are still incorporated with the tree 
and there are some leaves in her long 
hair. There are three additional parts 
that need to be attached to the base 
model. Two of them are branches that 
make the tree part of her a bit larger and 
the third is her left arm and sword. 
There were a few mold lines on the 
branches but these were easily taken 
care of. The assembly was easily com- 
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pleted and she was ready to prime and paint in no time. I can see her painting up 
quickly, easily and to a good result seeing as there are just a few colors needed. Even 
though Drys is intended for use in the elf army for Warlord she would be of use to any 
D&D DM that needs such a creature. 


14480 Klahan, Reptus Venomspitter Archer $10.99 
Sculpted by Jason Wiebe 


Here is another Warlord model of a 
creature that I’m not thinking is 
something I want to bump into in a 
dark alley. This big guy is the 
archer version of the Venomspitter 
of the Reptus army. The model 
comes in three pieces not including 
the plastic cavalry base that comes 
with it. The main torso all comes as 
a single piece, and the two arms, 
which come mounted on a sprue, is 
all that needs to cleaned up and 
glued on. Both attach at the 
“shoulder” (if that is what you call it 
on a Reptus) with very substantial 
post in hole joints. One of the arms 
holds an arrow, which is by necessity quite slim and easily bendable. Beside that, 
there no other weak points to be found. The model is actually fairly tall, being over 
two inches tall with the base, so it will make an imposing figure on the table. As are 
most of the Warlord models I see, the detail in this model is excellent with crisp lines 
and good attention to detail. Even though I know that this model will make a cool ad- 
dition to any Warlord Reptus army, I also think that this is a very cool monster model 
for other games as well. 


14481 Galdanoth, Sniper, Elf Solo $4.49 
Sculpted by Bobby Jackson 


This elf serves as a sniper in the elf army 
for Warlord and he looks the part. He’s 
just released his arrow and is definitely in 
an action oriented pose. He wears quite a 
bit of metal armor, which might slow him 
down or make him noisy, but if it’s of a 
special elven variety those might not be 
concerns. A large quiver full of arrows is 
on his belt along with a thin sword and 
scabbard. There are several elven decora- 
tions on his armor and gear but nothing too 


frilly or hard to paint. I don’t have an elf army for Warlord and really don’t have any 
intention of building one. Having said that, this model would make a great elf ranger 
for an rpg and with D&D4 about to be released I can see other people using him in the 
same way. 


14482 Annasha Tomebreaker, Dwarf Solo $4.99 
Sculpted by Gene Van Horne 


Be nice to this lady because Annasha is 
one tough looking Dwarf. She is 
dressed in pretty light armor, but I think 
that’s so she can show off some muscle. 
Her arms are ripped enough that even 
Conan would have to take notice! She 
has a broadsword in her left hand and a 
huge mace in her right hand. Her skirt 
is made of animal fur and the poor crea- 
ture still has its tail attached to the back 
(not that it would care at this point any- 
way!). This is another nice Dwarf that 
matches well with the current Dwarven 
army theme. This figure is one piece 
and comes with a square slotta-base. 
Clean up was real quick as there was 
just a little flash and no mold lines. 


14483 Reptus Clutchling Javolineer $4.99 
Sculpted by Elliott/Williams 


This is one of the latest Reptus model to hit the streets. It is a one piece solid cast 
model of a Reptus warrior in the act of tossing a javelin. The model does include a 
square plastic slotta base as well. The javelin is very slender and as such easily bent, 
but the rear portion of the javelin is supported by the warrior’s tail, so that helps some 
with that part of it. Like most of 
the Reptus warriors, this guy has 
no shortage of sharp points on 
his body since his reptilian skin 
has plenty of spikes and such. 
Even so, there is very little ex- 
cess metal hanging off this little 
guy. Mold lines are mild, and 
mostly only on the shaft of the 
javelin. The model is well bal- 
anced, and it won’t be falling 
over very easily even on an un- 
even surface. He is not wearing 


it. Then, once 
you’re done with 
all of that put the 
whole thing to- 
gether and then 
base _ it. Of 
course, that’s just 
my two cents. If 
you’ve picked up 
the model you 
can really do 
whatever you 
want but I think 
that doing it in 
parts will yield 
the best result. 


a whole lot, not that lizards usually do, but what he has on is nicely detailed and gives 
something to contrast against his skin. This is a model that would be good to see in a 
package deal so that you can get a whole group of them. 


14484 Irith, Deathseeker, Elf Hero $4.99 
Sculpted by Bobby Jackson 


This one-piece model comes equipped with 
two blades, about the length of long dag- 
gers, that are held somewhat like ton- 
fas. He wears what looks like thick leather 
armor with a few metal plates but what I’m 
taking as heavy leather could probably be 
painted as metal and look ok. Other than 
his weapons and armor he carries no 
gear. He has slightly longer than shoulder 
length hair and sharp, pointed facial fea- 
tures (and similarly pointed ears, of course) 
that lead to a somewhat uncaring look on 
his face. One of his blades was bent a bit 
in the package and had to be carefully put back into place and there were a few faint, 
but still visible, mold lines that needed to be cleaned but these were generally restricted 
to fairly flat areas of the figure and were easily cleaned. His weapons are quite un- 
usual and I’m thinking of using him as a drow instead of an above-ground elf in 
D&D. I’d say that he could also be used passably as a rogue if you’re wanting an elf 14486 Bloodstone Gnome Champion on Giant Beetle $10.99 
that runs in and out of combat sticking people and then running off. Sculpted by Werner Klocke 


14485 Kurand, Bloodstone Gnomes Warlord $14.49 Well, this doesn’t 
Sculpted by Werner Klocke happen often to me, 

but I actually had to 
I became enamored with these little guys when they first started coming out and am look closely at the 
glad to see that they’ve been given their own army list in Warlord. I was a bit con- picture to figure out 
cerned that multiple sculptors were working on the line but those fears have been put how this model goes 
to rest as the line has developed and I think that all of the figures go well together. together. The model 
Here we have the leader, or Warlord, of the Bloodstone Gnomes, Irith. He’s carried has a total of six 
into battle on a palanquin that is borne by four little guys that look a bit like the famil- pieces to it and 
iar that comes with the Bloodstone Gnome priest. Kurand comes in two pieces with comes with a large 
his left hand and axe as a separate piece. He wears flowing robes along with some of square plastic slotta 
the bits and pieces of armor that’s standard for the rest of these guys. A high, pointy base. The main 
hat covers his head, but you can still see his ugly (it’s supposed to be ugly) little face © body is broken into 
and sharp, pointy little teeth can be seen, too. There are also six little spiky bits that | two pieces, the up- 
comes with this set. They go on the chins of the four guys (two of them get two spikes _ per carapace and the 
instead of just one) that are carrying Kurand. Every part of this blister needed some lower body which 
cleaning but nothing excessive. I would recommend cleaning all of the parts, but not includes the head 
gluing everything together before painting. Give Kurand his weapon and paint him. and legs. The other 
Put the spikes on the bearers and paint them. Clean the base of the palanquin and paint pieces include two 


26 


horns, a rider, and rider’s left arm with is carrying a spear and buckler. After you fig- 
ure out how they go together, the pieces do fit together well, and all the connecting 
points are engineered well to form good solid joints. Three of the smaller pieces (the 
horns and the left arm of the rider), come mounted on a sprue, and the sprue turns out 
to be about the only thing that you will need to trim and clean of as there is little to no 
other metal, with the exception of a few errant mold lines, that need to be removed on 
the model. I’m looking forward to seeing more of the Bloodstone Gnomes in Warlord. 


14487 Hok, Bloodstone Gnome Adept $3.99 
Sculpted by Gene Van Horne 


This little bruiser comes in four pieces 
and will take you a few minutes to clean 
and put together. His head fits into 
place easily and both arms do the same. 
All three of these pieces were cast on a 
separate sprue and had no mold lines 
but needed some cleaning up where 
they were attached to the sprue when 
cast. He is standing with both arms up 
in the air ready to come crashing down 
on an enemy. Well, considering that 
he’s a gnome maybe he’s ready to 
smash someone in the groin and not 
over the head. As with other Blood- 
stone Gnomes his armor is made up of various metal plates with runes here and there. 


His upper body has a good bit of flesh exposed that will look very good painted in a 


pale color, maybe a very pale blue, that can contrast with a very dark grey armor color. 
There are spikes all over his gloves but they are his only weapons so it’s sort of like 
he’s swinging around two spiked clubs. I plan on using the Bloodstone Gnomes in 
D&D4. We'll be getting to, eventually, the G-D-Q series and these guys will make 
nice additions, and in some cases replacements, to the drow that players would nor- 
mally encounter in the D modules. 


14490 Pakpao, Reptus Mage $6.99 
Sculpted by Jason Weibe 


Pakpao comes in two pieces with a standard square plastic slotta-base. He (maybe it’s 
a she, I have not read enough Reptus fluff to know either way) carries a staff in his left 
hand and his right arm is extended outward where his hand and a scroll will attach to 
it. The hand and scroll come as a separate piece and it fit on to the arm at the 
wrist. It’s sticking out there so you might want to pin it into place but I don’t think it’s 


prone to breaking off from regular game use. His staff looks like a gnarled piece of 


wood that you could bend a bit if you were very careful but I’Il just leave it as is. The 
face of the scroll is blank so you can really go to town on it if you like or maybe just 
paint a few magic symbols on it instead of trying to write some really small text. His 


body is wrapped in cloth that covers him just a bit and leaves a lot of his scales and 
flesh exposed. His sash has some nice detail work on it and where a belt buckle would 
normally be found there’s a 
small reptilian-looking 
head. Several pouches and a 
gourd can be found on his 
belt. Both parts had visible 
mold lines that needed to be 
cleaned. My main use for him 
will be outside of Warlord and 
I think that non-Warlord play- 
ers, or non-Reptus players, 
could get a lot mileage out of 
this figure if they wanted a 
Dragonborn spellcaster, arcane 
or divine, in the new edition of 
D&D. He’s billed as a mage 
but I think he’d do great as a 
wizard or a cleric. In fact, I 
think that the whole Reptus 
line is loaded with figures that 
would make excellent Dragon- 
born player-character models. 


50001 Sascha Dubois — Time Chaser 
Sculpted by Julie Guthrie and Bob Ridolfi 


First figure of the Chronoscope line for Reaper, 
Sascha is a pretty interesting sculpt. She has a long 
officer jacket complete with shoulder boards, a 
sports-bra-like top and then pants. She has a 
pocket watch open in her left hand and her right 
hand is resting on the handle of her modern looking 
pistol. She’s got a pair of goggles resting on her 
head, and an assortment of items on her belt, the 
most prominent being some skeleton keys. I have 
to say this is a neat looking model and I really look 
forward to painting this one. It’s all one piece and 
comes with a round slotta base. Besides some mi- 
nor molds lines on her boots this is a really clean 
model. 


50004 NOVA Corp. Security Guard 
Sculpted by Bobby Jackson 


50002 Boris Barayev — 5 Suns Smuggler 
Sculpted by Ben Siens 


The NOVA Corp. are definitely part of 
the futuristic or sci-fi line of Chrono- 
scope. The security guard is covered 
from head to toe in armor, has an equip- 
ment pack and assortment of pouches and 
containers on his equipment belt. The 
assault rifle appears to be a combination 
grenade launcher (over/under style) be- 
cause it has two clips. By the way this 
figure’s equipment looks he could also be 
used as sci-fi police or military. The se- 
curity guard is one piece and comes with 
a round slotta-base. No flash on this fig- 
ure but there are some mold lines on the 
insides of his legs and on his helmet. 


Boris is one mean looking dude and really 
strong too. He’s not wearing much armor, 
but the plates that are on his clothing have 
a very futuristic look to them. He’s carry- 
ing two pistols and both of those look very 
futuristic as well. If you like showcasing 
your painting of skin-tones then you’ll 
enjoy this figure as he has a lot of muscles 
and not a lick of hair on his head. Boris is 
a two piece model with the second piece 
being his left arm. It has a nice big socket 
to pin or glue right into his torso. Cleaning 
took a little time as there was a significant 
mold line and some flash, but nothing terri- 
ble. He also comes with a round slotta 
base. 


50003 Ellen Stone — Cowgirl 50005 NOVA Corp. Security Sergeant 
Sculpted by Julie Guthrie and Bob Ridolfi Sculpted by Bobby Jackson 


Ellen is the first American Western figure from the new Chronoscope line. If you’re The Security Sergeant is another figure for the 
familiar with the figure from the Master Series I’m guessing this is the smaller version _ NOVA Corp (and it appears they mean busi- 
of her since that cowgirl has the same ness!). He’s wearing the same uniform 
name. Ellen is wearing a duster, low and equipment as the Security Guard, ex- 
cut shirt and pants hidden under cept that he also has a holstered sidearm on 
leather chaps. She’s wearing two his right hip. Since his pose is more open 
holsters, one on each hip and one of you also get a better look at his chest ar- 
the pistols is drawn and in her right mor and helmet. The Security Sergeant is 
hand. The left hand is holding a a one-piece figure and comes with a round 
sawed-off double-barreled shotgun. slotta-base. There’s some flash and mold 
She comes all in one piece and the lines that you’ll have to clean up but not 
blister also includes a round slotta- much work will be required at all to get 
base. Cleanup is real quick and there this one ready to paint. 

was just a little bit of flash and a 
mold line on the duster. This one 
would probably work pretty well for 
a “Firefly” campaign too. 


50006 Colonel Edward Titchener 
Sculpted by Bob Olley 


I have to say that Colonel Titchener is a cool looking mini that could be used in a 
variety of settings, whether it is pulp, Africa, Lost Worlds or whatever. He 
dressed in African campaign looking gear complete with a pith helmet. He’s got 
a canteen as part of his equipment and pouches on his belt. In his right hand he’s 
pointing a revolver and in his left he’s holding a sword. I really like this sculpt, 
but his feet look a bit small, but you can hide that when you do your basing. This 
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should be a fun one to have in 
your collection. He’s one piece 
and comes with a round slotta- 
base. Not much cleaning is re- 
quired to get this one ready to 
paint. 


50007 Veronica Blaze 
Sculpted by Bobby Jackson 


Veronica Blaze is another one of 
the futuristic figures for the 
Chronoscope line. You could 
probably use her for modern, but 
her outfit has a definite future-spy 
feel to it. She’s wearing a jump 
suit that has some hard-shell armor 
pieces on the shoulders, elbows, 
knees and shins. There’s also 
some equipment on her belt and a 
couple of pouches strapped to her 
thighs. The pistols (she has one in 
each hand) are not as futuristic 
looking so they could pass for 
9mm’s if you decide to use her for 
a more modern setting. ‘This 
should be another fun model to 
paint and useable for modern 
through Sci-Fi. She is a one piece 
figure and has a round slotta-base. 
There’s a little bit of flash to snip 
off but other than that she’s pretty 
clean. 


50008 Jack “Dodge” Harrison 
Sculpted by Gene Van Horne 


Ok, for you folks who like to game 
pulp adventures, this is definitely a 
must to pick up. And, to say you get some options with this figure would also be an 
understatement. This model comes in 8 pieces, except you won’t use them all. The 
man piece is the torso and legs, just think of a certain Dr. Jones to get an idea of the 
style. Now you get 3 choices of heads, one without a hat and smoking a cigar, the sec- 
ond has a Dr. Jones style hat and the last one has a captain’s hat. The other 4 pieces 
are arms. The right arm is the easy choice because it’s holding a revolver, but the 
other 3 are left arms, one holding a revolver, one a machete and the last one a whip. 


He also includes a round slotta-base. 
Pretty cool model and also pretty clean so 
after assembly the cleanup work is fairly 
quick. 


Reich of the Dead 


I was lucky enough to get the first five 
figures released from Reaper’s new game, 
Reich of the Dead. The game is not out 
yet, but I’m glad that figures have started 
to be released. These guys didn’t have 
stock numbers and they were released to 
the public during ReaperCon. I’m guess- 
ing there were some happy attendees up at 
Reaper HQ a few weeks ago. All five of 
these were Nazi zombie troopers with 
guns. These are more than just your run of 
the mill stagger up and eat you zombies. 
These guys have been given orders that motivate them from beyond the dead and this 
includes carrying and using guns. All of them come with a round plastic slotta-base. 
Gene Van Horne was credited as having sculpted all five of these. 
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The first is an officer type that is carrying a pistol that is extended out in a firing posi- 
tion. There’s a few bits of gear on his belt, but probably nothing that he’Il be using in 
his zombified state. All of his exposed flesh is either rotted or has his insides coming 
out. His hands and face are all a mess with rotten, droopy, meaty flesh exposed. There 
are several large bullet holes visible on his chest and his guts are hanging out. Next is 
a trooper firing a rifle. From the front you can see his rotting hands and face but when 
you turn him around you see that from his neck down to his thigh is ravaged by 
wounds. Part of his rib cage is exposed and the rest of him that’s not covered by his 
uniform looks like chopped meat. The third guy carries a machine gun whose barrel is 


a separate piece that must be attached. Like the officer, this one has a bunch of extra 
gear on his back , which is in pretty good shape. From the front he’s still very much a 
rotten walking corpse with visible damage to his face, arms and legs. There are also 
several bullet holes in his chest. I think that the fourth guy is (was?) a sniper based on 
the scope that’s on his rifle. The regular trooper didn’t have a scope. This one is 
walking forward with his rifle in both hands. He has bits of damage here and there but 
when you look at his left side up around his head, whoa boy! It looks like he was too 
close to an explosion that tore into his head, face and shoulder. Last in this group is a 
trooper carrying an SMG. His arms and the gun come as a separate piece that attaches 
easily to the body of the model. He has several very visible wounds but not the ex- 
treme damage of some of the other guys. 
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Each of the five needed some cleaning but this was mainly taking care of mold lines 
and little bits of flash. I’m glad to see that this line is seeing the light of day and hope- 
fully the full game will be out sometime this year. Until then, these guys can fill lots 
of roles in pulp-era rpg or other weird war tabletop games. 


Reviews by Mark Theurer, Clay Richmond and Rodney Forehand 
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AME007 American Sci-Tech Starter Force $32.99 
Produced by Darkson Designs 


Last time around I got a look at the Soviet starter pack for AE-WWI and this time 
around I have the Americans, my army of choice for this game, to look over. You get 
six models in this pack instead of seven like you do with the Soviets, but one of these 
is a large power armored guy. You get a set of quick start rules that include pictures 
and stats for the figures in the American and German starter forces. 


There are two Airborne troopers and each of them comes with a body piece, a head 
(one with a mohawk), a choice of three arm/gun combos (1 BAR, 1 Carbine and 1 Car- 
bine) and a bunch of extra gear that can be added on to them. Mold lines and flash was 
visible on most of the pieces of these guys and having multiple parts means that it will 
take you a bit more time to prep these guys for painting. 


The officer is probably my favorite guy in the pack. He comes with a couple of differ- 
ent heads and can be armed with either a Thompson Submachine Gun or a Carbine and 
he also has a radio or a cigar in his other hand. I really like the options that you get 
with many of the figures for AE-WWII. The officer and the Airborne guys all have 
lots of extra gear sculpted onto the models. The officer has several pouches, a canteen, 
and you can see the butt of a pistol sticking out from under his jacket. Details like 
buttons, zippers and buckles are visible on all of the models. 


The female mechanic is next and you get fewer options with her, but she also needed 
less cleaning and prep work. There are two heads to choose from, one with a baseball 
cap and the other that is wearing big goggles on her head. She carries a large wrench 


Don’t worry we won’t tell your wife 


in one hand and a pistol in the other. _ ter and leaving them like this will help you keep the right parts with the right model. 
She’s also a rather buxom lass that’s _In the pack you get five detachments, which is a very good start in the game. 

not afraid to show off a little skin to 

distract the enemy. Nothing that you Review by Mark Theurer 
wouldn’t see from a pin-up picture 

on the nose of a vintage airplane, Tamiya WWII U.S. Army Infantry GI Set $13.50 

though. The sniper comes with, as Produced by Tamiya 

you’d expect, a sniper rifle but he 

also came with a pistol that’s On the recommendation at the beginning of the AE-WWII rule book I picked up some 
equipped with a silencer. The tabon 1/48 models to use alongside my regular figures from Darkson Designs. This set con- 
his base was too long and needed to tains 15 US Infantry figures and I’ve found it for as low as $10.00 at various web- 
be trimmed down some. There’s — stores. That comes out to significantly less than a dollar per figure. You get four 
also a metal tab on his cloak that’s _sprues of arms, legs, heads, helmets, guns and other bits of gear. They are made of 
designed to look like a big bunch of hard plastic and I used plastic cement instead of super glue to assemble them. Assem- 
leaves. You get two heads with this __ bly is no harder, or easier, than putting together the original Space Marines for 40K. 
guy too and you also get a pile of | Of course, I don’t think that I’ve assembled GW Space Marines since those original 
extra gear including a rifle stock, a _multi-piece “beakies”. 

barrel and a few pouches. He proba- 

bly required the most cleaning and Out of the fifteen models you get two riflemen and a second-in-command that are all 
prep of the group. The last guy armed with rifles. These could make a perfect unit of US General Infantry. Go figure, 
comes in just four pieces and this is that’s what they are. Then you have three guys in winter gear (coats, scarves and 
the big power armor guy. He comes _ gloves). Two of them have rifles and one of them is normally armed with a BAR, 
with a set of legs, an upper torso and ~—_—- which you need at least three infantry squads to be able to take. So far, we have two 3- 
two arms. It all goes together very man units. We then have two 2-man heavy weapon teams. One is armed with a rocket 
easily and quickly. There’s not launcher anda loader. The other has a machinegun and ammo feeder. They are per- 
much to speak of in terms of clean- _ fect additions and also perfectly usable in my force. There’s another infantryman with 
ing with this model as it was a pretty a BAR and a squad leader that has a Thompson submachine gun. Both are usable, but 
clean casting. Compared to other not without at least one more guy to round out a unit of three guys. You could use the 
powered armor models this one 
looks a bit old fashioned, but that’s 
the point. It’s supposed to look like 
a retro suit of powered armor. Sort 
of like you’d see if you designed a 
suit back in the 30’s or 40’s. It looks 
big and bulky and completely like I 
would imagine it to back then. It 
also looks like it will paint up very 
quickly but it has lots of flat parts 
where an enterprising painter could 
really go to work doing some pin-up 
girl portraits if they wanted. 


When you first open up one of the 
starter packs I’d advise you not to 
just dump out all of the pieces onto 
the table. The parts are organized into separate compartments in the large plastic blis- 
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squad leader as a GI Sergeant, though. There’s three other guys in the box that are less 
usable for me right now. One is an infantryman with a rifle mounted grenade launcher 
and then you also get a tank drive, which is basically half a guy since he’s just sup- 
posed to stick out of the hatch of a tank, and then there’s a commander, who is pretty 
much % of a guy with most of his legs chopped of. So, even with just eleven out of 
fifteen models being immediately usable I think that this is a great value. 


As far as scale is concerned these guys are a bit bigger than the standard human sized 
models from Darkson Designs. The disparity in scales is increased a bit when you 
mount the figures on to the slotta bases that are standard for AE-WWII. Now, with 
that said, it’s really not that much of a difference and when you put these guys up next 
to the larger AE-WWII models like the Buffalo or the xxx they look ok. So, bottom 
line for me is that these guys are very cheap, quite usable and make a very passable 
additions to my growing US force for the game. 


Review by Mark Theurer 


PRIVATEER PRESS 


PIP41056 Sea Dog Deck Gun $16.99 
Produced by Privateer Press 


Adding a bit of firepower to the pirate army that I’m building is this blister that con- 
tains two pirates and a cannon. One of the pirates gets his own small base while the 
other sits on a larger base along with the cannon. The guy standing on his own is car- 
rying several cannon balls and is dressed in typical pirate garb. His clothing is tattered 
a bit and has a patch on his vest where it’s been repaired. One hand carries a single 
cannon ball like he’s ready to participate in a shot put competition and the others are in 
a leather bag with one ready to fall out. The second guy is kneeling and pointing to 
where the cannon should fire. He’s dressed in a similar fashion to the first guy but he 
needed some more cleaning. The first guys really needed none at all, but there was a 
visible mold line 
and some flash on 
the second fellow. 
He sits on the 
large base along 
with the cannon, 
whish is a three 
piece model. The 
two sides of the 
carriage and the 
barrel make up the 
cannon model and 
it’s a very simple 


assembly. It also needed some cleaning, but since the mold lines are on mostly flat 
sides it was easy to take care of. In game terms the deck gun is not as powerful as the 
Commodore that I took a look at in the last issue of FR, but it has a very decent range 
of 14” and throws down a nice area of effect. I think that it’s a nice, solid addition to 
my growing force. Now I just need to get them all painted so I can play with them. 


Review by Mark Theurer 
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a HFMO006 Kiergi # 1 
HFM006 Kiergi #1 £5.00 


Sculpted by Jo Brumby | SCulptor: Jo Brumby 
This is the first model a 
series of new Kiergi mod- | 
els, and it also the biggest 
so far. This guy comes in | 
five pieces and also comes 
with a large round plastic 
base. Three of the pieces 
build up his two arms and 
come mounted on a sprue, 
with his left arm being a 
single piece while his 
right hand is separate 
form his right arm. His 
torso counts for the two remaining pieces with the break being at his hips. All the 
joints on the model are smooth surface to surface type joints, and they all also have a 
bit more surface area than normal joints which helps to make the joints more rugged. 
The face, and especially the eyes, is one of the highlights on this creature that will get 
him noticed, but the detail on the rest of him is very nice as well. The model is made 
exceedingly stable by its more than adequate base size, and his three point stance. 
Even better, this guy has only very slight mold lines and no flash, so besides the re- 
moval of the sprue, there is no real prep work required before assembly. I think that 
this is cool and unique model that when combined with the next two models could 
make for a great scenario. 


HFM007 Kiergi #2 £3.00 
Sculpted by Jo Brumby 


The next in the series of Kiergi is this little guy. He stands only about half as tall as 
the first Kiergi, and does not have his muscles or claws nearly as developed as his big 
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brother, but still has the 
unique body and facial fea- 
tures. He comes in two 
pieces, though the second 
piece (his right arm) comes = 
mounted on the same base tab 

as he is standing on, and # 
comes with a round plastic & 
slotta base. Like the previous » 
model, this guy is very clean 2° 
with virtually no clean up 4 


required beyond cleaning up 
the attachment point of the § 
arm. As far as stability on 
weak points, there are no 
issues in either area as there 

are no parts of him that are e, ¢ 
easily damaged and his base 
is more than _ sufficient. mA) 
Though he still has that Se 
humped back look to him, I 
did notice that he stands more 
upright than the larger ver- = 
sion, and what is more inter- — 
esting is that this one carries Be" 
something in its right hand Se 
(claw?... paw?...) though I am ess ‘ ba = 
not sure what it might be. I Eee = — a ener 
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for the hills” appearance of the big guy. This model 
HFM008 Kiergi #3 £4.00 also comes in two pieces not counting the round 
Sculpted by Jo Brumby plastic slotta base though both pieces are mounted 

together on one tab. For this one, it’s the left arm 
Well if the first one was the mama, that needs to be trimmed off and glued on. Like the 
and the second was the toddler, I rest of the models in this series, he is extremely clean 
guess that would make this one the of unwanted metal and easy to prep for painting. 
adolescent young adult. In size, this Also like his cousins, the joint is a flat surface to 
one is definitely between the previ- surface type joint that seems to have enough surface 
ous two Kiergi, and he is definitely area to make an adequately strong joint. I think that 
starting to look more threatening having a bunch of the smaller models along with a 
than his little brother but does not couple of the large ones will make for a great story 
yet have the “drop your jaw andrun line. I would even like see a few more of the clan to 
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further fill out their ranks. These dudes could serve as aliens in a Sci-Fi game, or oth- 
erworldly monsters in a fantasy setting. 


HFM010 Homonculous £2.50 
Sculpted by Kev White 


This is a funny little model. It is a single 
piece solid cast model, and has a small 
round plastic slotta base. He is clean with 
no excess metal on him, so he is essentially 
ready for painting straight out of the pack- 
age. He is too small to have any balance | 
issues, and too compact to have and parts , 
that can get damaged. I have to admit that | 
when I first saw this name I hade to look it 
up in the monster manual because although 
I remembered the name, I didn’t remember a monster that looked quite like this. Well, 
first of all, it’s spelled differently in the monster manual so I’m guessing that it’s not 
supposed to be the same creature [I’m betting that it is the same creature, but just with 
a slightly different name, Mark]. This thought is further supported when in reading the 
description in the monster manual the only thing that the two creatures have in com- 
mon seems to be the words “tiny construct”. After that I don’t think there is any simi- 
larity. This guy carries a little mallet, and 
has a head that appears to be mostly 
horns, so even with his diminutive size; I 
can see him not falling into the 
“harmless” category. This is a cute little 
model that may have come in multiples to 
be a real threat to anyone. 


HFX013 Toothy Fairy £4.00 
Sculpted by Adrian Michaels 


One thing is for sure, if the Tooth Fairy 
looks like this you’ll probably see less 
kids hiding their recently lost teeth under 
pillows and probably more likely burying 
them in the backyard. This fairy is pretty 
sinister. She’s tip-toeing and has one 
finger up as if to command silence, but 
the other hand is holding a pair of pliers. 
It’s kind of obvious that if you don’t have 
any loose teeth to give she’ll help you 
lose them ahead of schedule. This is a 
nice looking figure and the wild hair and 
rabbit teeth definitely add to this minia- 


HFX013 
Toothy Fairy 


ture’s character. This one is 3 pieces, with both arms needing to be attached. Once 
assembled, this model is pretty clean and should be ready to prime in no time. 


HFX012 Titania, Queen of the Fairies £3.50 
Sculpted by Kev White 


When I look at this miniature I picture her 
in a rather serene setting in the deep 
woods at the edge of a pond. She’s bath- 
ing you can probably guess because she is 
completely bare except a towel that she’s 
holding in one hand. There is a lot of 
detail in this figure that should really pro- 
vide a test for your painting skills. The 
shaping and muscles are just delicate 
enough to really accent her femininity, so 
with some skill at painting skin tones this 
miniature would really looking stunning 
on display. This miniature is one piece so 
no assembly is required. There’s a slight | 
mold line on the front leg that will need to 
be filed smooth, but other than that it 
should be ready to paint with little effort. 


Titania, Queen of the Fairies by KJ W 


HFNO007 Prof. W. Beattie £2.50 
Sculpted by Vermis 


Hasslefree adds another figure to their ”Non-coms & 
Civilians” line and I really like this guy. It’s always 
nice to get another scientist on the market for minia- 
tures gaming and this one comes with options. This 
miniature comes with 4 parts, although you’ll only use 
two. The main piece is the whole body, except for the 
right hand. The option is in the fact you have 3 choices 
to choose for the right hand; a smoking pipe, a re- 
volver, or a vaccination gun. The rest of the figure is 
nicely sculpted and he’s wearing dress clothes (shirt & 
tie) under a lab coat. Other than attaching the hand 
there’s not much else need in getting this miniature | 


prepped. 


HFM009 Female Grey £3.00 
Sculpted by Michael Brand 


Well, if you ever wondered if it was possible to tell the 
male grey’s from the female grey’s, then one look at 


this miniature will answer your question. She definitely 
displays the finer points of the female form. She also 
has one hand raised with a finger crooked as if motion-| __ 
ing you towards her. That might not seem like a bad —& 
thing except that she’s holding something less friendly — 
looking in the other hand. I’m thinking probe here (it’s 
an alien Grey after all...it’s what they do!) It’s a nice b 
miniature, but rather petite compared to a lot of the Has- | 
slefree line. There’s a little bit of flash to clean up 
around the arms but nothing too difficult to cleanup. 


HFL402 Dino #1 £6.00 
HFL403 Dino #2 £7.50 
Sculpted by Jo Brumby 


These two bipedal dinosaurs each 
come with a 40mm round plastic 
base and each has three pieces 
that go into the final model. The 
first one looks a bit like a Coelo- 
physis, a meat-eating dinosaur. 
He has a front and back leg that 
are cast on a separate sprue that 
need to be attached to the main 
model. These both attach at fairly 
flat joints and I don’t think that a 
pin is needed on either one. I’ll 
be darned if I can’t remember the 
name of what the second dino reminds me of and a google search that lasted more than 
a few minutes didn’t result in my enlightenment so I’1l just get on to the description of 
the model. The second model is a little bit longer and beefier than the first, but also 
comes with two legs as separate pieces. He goes together just as easily as the first and 
neither had any significant cleaning that was needed. The scales and musculature on 
each is very well done and their details are clean and easily picked out. I like that 
these were done as “natural” representations instead of fantastic ones because when 
done with a _ historical 
reference they can fit 
into several genres; 
fantasy, modern, an- 
cient, sci-fi, whatever 
and have a_ plausible 
game reason for them 
being there. If they 
were done as fantastical 
versions of dinosaurs 
that would tend to lock 
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them into a more fantasy setting. These were also © 
sculpted with adequate room to hold a variety of Hassle-  “ 
free’s scantily clad women models, like Libby or Taxxis, | 
if you like. They will do nicely in the Lost World army | 
that I’m building for Warlord and they can also find use | 
in games like Sticks and Stones that Rodney reviewed 
elsewhere in this issue. For D&D fans you could also 
drop them into an updated version of the classic module, 
X1 The Isle of Dread. 


HFNO006 Tom £2.50 
Sculpted by Tom Mason 


We’re going to jump from pre-historic times up to the modern age with this next 
model. Tom is a kid, about 5-7 years of age I’d guess, that is a single piece model. He 
is carrying a cell phone in one hand and a large water gun in the other. On his head he 
wears a tin-foil cap to keep out the mind controlling rays that aliens will use to make 
you into one of their slaves. He looks like he’s talking into the phone, but it’s not up to 
his ear so I suspect it’s on speaker mode. There were some very faint mold lines on 
the model, mostly on his shorts, but no flash or anything else that needed to be cleaned. 
I really like his chubby cheeks, they make the face really stand out nicely. The tin-foil 
hat is properly dinged and dented where it would get mashed up in the assembly of a 
real tin-foil hat, not that I know anything about the real assembly and wearing of a tin- 
foil hat, of course. He wears shorts, a t-shirt and sneakers and the shirt gives you a 
nice clear place to put in a design of your own if you would like. Of course, it’s a 
smaller canvas than an adult-size model but enterprising detail painters should like 
this. I’m not sure that I’d use him as a character model, but he would make a perfect 
representation of an innocent bystander that needs to be rescued in a game like All 
Things Zombie. Yes, I understand that he’s kitted out for an alien menace but maybe 
he didn’t understand that it’s a zombie holocaust that’s going on and not an invasion 
from Mars. 


Guns, guns and even more guns! 
HFL020, HFL021, HFL022, HFL025, HFL026, HFL027, HFL029 £1.50 per pack 


Well, if you were lacking for a variety of guns to arm near-future or sci-fi models with 
you are lacking no more. These packs each contain four guns ranging from pistols to 
rifles that can be put in place of whatever gun your guys and gals might already be 
carrying. Replacing a gun will require a small bit of work on your part and the original 
model will need to be carrying their gun in a pose that will easily facilitate its removal. 
I would suggest that if you’re replacing the gun on a single figure then get right to 
work, but if you’re looking at swapping the armament of a whole squad then slow 
down a bit and take a look at the whole unit, one model at a time, before you start cut- 
ting stuff off. Be sure that everyone in the unit is cast in such a way that will allow 
you to easily remove their original weapon. If they are carrying a heavy or special 


weapon you can ignore them since you’ll probably leave 
them like they came. I’m thinking of swapping out the 
guns on all of my CSO Peacekeeper and Troopers for a 
new army that I’m building for Rezolution but I’ll need 
to make sure that they can all accept a new gun before I 
___ get to work. I’d hate to get halfway done and then figure 
out that my grand plan won’t work and I’ll end up with 
__ half a squad with one type of rifle and half with another. 
__ These will also make nice alternate shooty bits for your 
_ Grymn forces. Each code comes with four guns cast on 
a single sprue and I found them all to be really clean 
: 
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castings. Be careful when 
removing them from the 
sprue, though, as you don’t 
want to accidentally break off 
part of the stock. If you’re 
not swapping out for a whole 
squad these would make nice 


additions to your bits box and Fi 
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Look for the Formula P3 Hobby Center at your local hobby 
game store for an array of quality hobby tools and ‘ 
supplies. Get everything you need including Formula P3 | ; AP} 
glue, specially formulated Mixing Medium, modeling putty, Fre 


» and our innovative wet pallet 
| MODELING & PAINTING VOL:1 


THE FIRST IN A SERIES OF INSTRUCTIONAL COKE 
HOBBY DVDs FROM PRIVATEER PRESS. Oink) _ 


Perfect for beginners and experienced hobbyists alike, the Formula P3 Hobby Series DVDs take 
you step hy step through the fundamentals of both modeling and painting hobby miniatures. Soon 
you'll become a master of the hobby, and a eee to be reckoned with on the tabletop! 
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Formula P3 Hobby Series Val 1 
Core Techniques DVD 
PIP 93108 $25.99 MSRP 


“~*~ Look for the Formula P3 hobby tool rack at your store {p. 


and ask for the Formula P3 Hobby Series DVDs today. 


PRESS | WWW.PRIVATEERPRESS.COM 
Privateer Press, WARMACHINE®, HORDES, Formula P3, Formula P3 Hobby Series, and all related characters, images, warjacks, warbeasts, logos, and slogans are 
and/or © Privateer Press, Inc. 2001 - 2008 


280301-0008 Yu Jing Starter Pack €32.50 
Produced by Corvus Belli 


‘S af 


Starter Pack 


Yu Jing 


This is the starter pack for the Yu Jing faction. It includes 6 figures, Shang ji, Domaru, 
a Celestial Guard and 3 Zhanshi. The 3 Zhanshi are in various stages of running, while 
the other 3 are more in combat stances. Two of the Zhanshi are male and one is fe- 
male. They have light armor and each is carrying a combi rifle, a pistol on the hip and 
each also has a knife on their belt. The Celestial Guard also has a combi rifle, pistol 
side arm, and a knife strapped to his left boot. The armor is maybe a little heavier than 
that worn by the Zhanshi, but the big difference is that he’s wearing a helmet. Domaru 
looks more like a mechanized suit and is carrying a boarding shotgun. She also has a 
pistol holstered on her hip and a wicked pair of swords on her back. Shang Ji has 
probably the toughest looking power armor of all, but still isn’t that bulky looking ex- 
cept for his helmet. He’s carrying a combi rifle (a little bigger than the others) and 
also has a pistol holstered on his hip. 


There is some assembly required for some of the miniatures, but that’s nothing new to 
miniatures gamers. Along with the miniatures, the pack also comes with 6 round 
slotta-bases. The Zhansi are the easiest models as they are each one piece and are 
ready to go with just a bit of cleanup. Next is the Celestial Guard and he is in 3 pieces 
with each arm needing to be attached to the body. Domaru is a 4 piece model. Each 
arm is a separate piece and also the swords (both are one piece) that can be attached to 
the figure. The last one, Shang Ji will require the most work with a total of 5 pieces. 
The left and right arms have to be attached to that they are both holding the rifle. The 


jets that are attached to 
the back of his suit are 
also broken up into 2 
pieces. They’re very 
small so this will take 
a little patience. All in 
all I think they are 
great looking models 
and will really look 
good on the table. 
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280424-0137 Haqqislam Tarik Mansuri €7.50 
Produced by Corvus Belli 


Tarik Mansuri is another special character for the Haqqislam faction. He is in a very 
action oriented pose and is propping his front foot on some broken machinery, which 
allows for some creative basing opportunities. He has a sword in one hand and an as- 
sault rifle (very AK-47ish) in his other hand. The long coat and turban definitely pro- 
vides a more Arabic feel to this character. He comes in three pieces and also has a 
round slotta-base. As you can probably guess the 2 separate pieces are each of his 
arms allowing you some leeway in their positioning. There’s a little bit of flash on 
each of the pieces, but this model will clean up with just a little effort. 


280423-0134 Haqqislam Daylami Infantry €13.00 
Produced by Corvus Belli 


This blister comes with two infantry figures. One is armed with a powerful looking 
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rifle and the other is carrying a panzerfaust with two barrels. Both are wearing upper- 


body armor and protective boots. Neither of these has a helmet or gloves so there’s i q 

some exposed skin to practice your skin-tones on. Additionally each figure carries a B | ue Ta b | e Pa in t in g 

pistol sidearm. Both figures come with round slotta-bases. The rifle figure has two Get more time to play 

parts, the main body and the arm with the rifle is a separate piece. The other figure is 

in 3 parts, the body, the arm with the panzerfaust and then the other arm that will need together the rest of the appendages will fit onto this core. The legs have 

to be position along with the panzerfaust arm. a good joint and flat part for glue to adhere to so they should be pretty 
solid and stable. The arms, which connect up where his shoulders 

280618-0136 Combined Army Void Operator with HMG €10.00 would be, connect at a smaller joint that’s probably suitable for a pin in 

Produced by Corvus Belli “i each or maybe using epoxy instead of regular super-glue to put together. 


Some extra fingers attach to the left hand that’s bracing the model on 
the ground. I’ve not had good luck in the past attaching the clear plastic 
wings to the Combined Army models that they come with but I’ll be 
giving it a go with this guy. You get four large wings that look a little 
easier to handle than some of the smaller ones. I plan on using the 
model as part of my Combined Army, of course, but also as a demon to 
pester my new party of adventurers in Dungeons and Dragons. 


Ah, my Combined Army gets 
a nice boost with several new 
models starting with a new 
Void Operator. Seven parts 
make up this guy so there’s 
some work to do before he’s 
ready to paint and the base that 
he comes with is a standard 
plastic slotta base and is not 
textured like in the picture. y | HOLOCARD REF: 2606 16-0136 

The bulk of the model is the Void Operators ) Eight pieces make up this crouching sniper that’s also carrying a blade 
body, neck and right leg that Oe se Hy for close combat. Since the arms do not come together as part of the 
all comes as one piece. The . Hy) assembly, as opposed to the Void Operator, his assembly is significantly 
face fits on to the neck at a ) easier. There are some small fiddly bits that require some fine manipu- 
pretty flat joint and it looks =) lation while putting it together so I’d advise using some tweezers to 
quite alien in nature. There make sure that you don’t glue yourself to the small parts. Cleaning took 
were no issues getting the left leg into place. That leaves us with a small antenna-like about as much time as assembly and there was cleaning needed on all of 
part, both arms and a spiky thing. The two arm pieces and the spiky bit all go together the parts, but it was mostly bits of flash and not really any mold lines. 
and you could easily glue yourself to the parts while trying to put it together. The 
description says that it is carrying a heavy machinegun but you could easily mis- 
take it for some kind of power sword. In addition to obvious uses in a Combined 
Army force it would make a very suitable enemy in a sci-fi rpg, but it is a little 
difficult to get put together just right. 


43 280617-0133 Combined Army Malignos Sniper €7.50 
=) Produced by Corvus Belli 


280616-0125 Combined Army Caskuda €45.00 

Produced by Corvus Belli 

Oh, great big bug here! This boxed set comes with many pieces that make up the 
model and it also comes with a set of plastic wings that can be glued on to the | 
wing superstructure. The box has four counters that need to be cut out and added 
to those you already have for the game. It comes on a large round base and the J 
final model is quite hefty, but also rather squat unlike the Avatar the other large 
Combined Army model. Each part needed some cleaning but there were no de- 
fects on the parts. The head and chest are made up of two pieces that fit together [} 
one on top of the other without a joint. The bottom part of the torso fits on to the f 
top section the same way. Once these three parts are in place and securely put f 


He wears a 
tight sealed 
suit and a 
helmet _ that 
looks quite 
alien. If you 
already have 
the Combined 
= Army starter 
i you’re al- 
Hy ready familiar 
fy with this type 
) of model. 


HOLOCARD REF: 260617-0133 
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280123-0132 Ariadna Paratrooper with HMG €7.50 
Produced by Corvus Belli 


The last Infinity 
figure I [Mark] 
got to look at 
this time around 
was definitely 
the easiest to put 
together. As- 
sembly —_con- 
He sisted of just 
My gluing the gun, 
my with attached 
Wright arm, into 
: place at the 
Wshoulder and 
then making 
@ sure it lined up 
with the wrist of 
the left arm. All very easy to accomplish and cleaning took longer than assembly. 
There were a few bits of flash here and there on the pieces but the casting was quite 
crisp and clean. The details were also very nicely done and they shouldn’t be hard to 
pick out when painting the model. He fits in well with the other male paratrooper, 
who’s also wearing a helmet, but would not look out of place with the female one of 
VanZandt either. He’d make a great player-character model in a sci-fi game, like 
Traveller, if you’re not adding to an existing Ariadna force. Of course, for me he ends 
up being a nice surprise to drop into my opponent’s back lines. 


HOLOCARD REF: 260125-0132 
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280224-0135 Kamau 7,50€ 
Produced by Corvus Belli 


Here we have the latest ad- 
dition to the PanOceania 
army with one of the base 
line amphibious troops for 
the PanOceania forces. This 
particular one is a hacker, 
though they can come in a 
least a half a dozen different 
configurations. The model 
is a two piece model and 
comes with a round plastic 
slotta base. A plastic sheet with holographic displays is also included. Of the two 
pieces, one is her right arm, and the rest of the model makes up the second piece. The 
arm attaches at the shoulder with a nice ball in socket joint, so the joint is plenty 
strong, especially since the arm it has to support is so small. There is one small thing 
about this model that, although it may be a small point, happens to very a great feature 
for me since I am a PanOceania collector. That “small” thing is that her small antenna 
that attaches to the back of her helmet is not something that has to be glued on, and this 
is the first PanOceania model that this can be said for. In other words, you can get this 
lady together with a bit less glue on the fingers, always a plus in my book. As for ex- 
cess metal, mold lines are about nonexistent, but there is a support post and a couple of 
small spurs, but little else. The details on the model are very fine and unusually clear, 
her armor does not lend itself to having a lot of opportunity for detail, but what there 
is, is done very nicely, and it all stands out remarkably well. 


WOOD REF POGERS-O1IE 
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280225-0138 Auxilia 23,50€ 
Produced by Corvus Belli 


This box set comes with four models. Two of the models are Auxilia troopers armed 
with Combi Rifles. One of these troopers is a single piece model and the other is a two 
piece model where the right arm, and its attached Combi Rifle, needs to be glued on. 
It attaches over a ball in socket joint and also attaches at the wrist of the other hand so 
it forma a nice three point joint making it about as solid as you could wish for. The 
remaining two models are Auxbots, which are evidently rolling remote control heavy 
flamethrowers. These two models are identical and come in three pieces. One piece 
I’m guessing are exhaust pipes, another is the antenna, and the rest of the model all 
comes as the largest piece. The exhaust pipes fit into a nice groove and will be very 
solid. The antenna fits on the back in a shallow indentation and though the antenna 
piece is small enough that the joint will be more than enough to hold it, it will be 
something you will have to be careful about when playing and packing. All four of the 
models come with round plastic slotta bases, and all have several easy to remove metal 
spurs left over from the casting process and none have mold lines. In fact something I 
have noticed is that Infinity models in general seem to always be missing the mold 
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lines. I’m not sure what molding process they use, but it does a great job. This whole 
set of models are very nice, and I don’t have to tell you how nice is would be to have a 
remote control Heavy Flamethrower on the battlefield. 


Reviews by Mark Theurer, Rodney Forehand and Clay Richmond 


34412 Triads Typhoon £25.00 
Produced by Urban Mammoth 


I think anyone who saw a Typhoon lumbering down the street would have to take it 
very seriously... from behind some good cover! Oh course when it opened up with the 
multi-barreled gun (ok, it’s really a rocket launcher which makes it even scarier) that 
might change the minds 
of any who remained in 
the open. I have to say 
this is a pretty cool model 
that has a mix of Asian 
styles to it. The front 
armor has a very Kendo 
(Japanese fencing) gear 
look to it, especially the 
head that even resembles 
the headgear worn during 
sparring. The shoulders 
resemble more of the 
samurai style especially 
with the flags attached to 
the back of the armor. 


The rest of the armor is very futuristic looking except for the Sumo Wrestler looking 
loin cloth, not that it’s trying to cover anything. The mix of styles creates a very cool 
Asian look which could really be brought out with some creative painting. This Ty- 
phoon is listed as a support unit for those considering it for their Triads Battle-Force. 


This model requires a lot of assembly so you’ll need your greenstuff and be prepared 
to do some pinning as well. The base is a round 50mm smooth base and 3 pieces make 
up the main body of the Typhoon. There are no pegs in the feet so you’ll be gluing 
them directly to the base, but that also means that if you prefer to really customize your 
bases this will make it easier. The rest consists of 9 pieces that you’ll need to attach to 
the main body. There are the arms, the head, and shoulder plates to attach to finish off 
the body. The flags fit into a holder that attaches to the back of the shoulders, and 
there are two really good spaces to pin here so it will be a real strong connection. 
Also, all three flags are not so thick that you can put some bend in them for wind ef- 
fects, but they are thick enough to handle some shaping. I wouldn’t recommend a be- 
ginner start on this, but if you have some experience pinning then jump right into it. 
It’s a very nice model and comes packaged very clean so not much preparation is re- 
quired after assembly. 


34309 Syntha M Support Cell Alpha £14.00 
Produced by Urban Mammoth 


This is one of the many box sets of Syntha forces for the game of Metropolis. The set 
comes with two M-Synth models, and each has a large round plastic base included. 
The first of the two models comes in a total of eight pieces, three of which are legs, 
two arms, an upper torso, a lower torso, and an antenna. There are several sprues that 
mount the smaller pieces, so besides the assembly work; there is going to be some 
trimming work that will keep you busy for a bit too. The entire model is well engi- 
neered and goes together nicely and all the joints are all pinned or slotted, so the 
strength of the joints will be substantial. The same can be said for the second model, 


though this one comes in ten pieces. Some of the pieces for the second figure are simi- 
lar (legs, arms, upper and lower torso) but instead of one antenna, there are two, and on 
this guy the head come as a separate piece. Both models have very different looks, and 
are armed differently, in fact the only piece that is identical between the two models is 
the lower torso where all the legs attach. Mold lines are mild, but besides that, and the 
sprues, there is no other cleanup work needed to get these puppies ready for assembly. 
By design they are tall and spindly looking models, but due to the nicely thought out 
design, the model should be fairly rugged when it’s finished. All the detail on both 
models is well done and they stand out with distinct clean lines. All in all both models 
have a very cool presence that is both high tech and alien looking at the same time. 


Reviews by Rodney Forehand and Clay Richmond 


ABG7003 Vatacina Guard Captain $6.99 
Sculpted by James van Shaik 


ABER ART The newest Rezolution faction, the Vatacina, gets some 

. backup starting off with a Captain that can be used as 
an attachment to a unit of Vatacina Guard, below. The Captain definitely has a piratey 
look to him including a cyber-eye in place of a pirate’s eye patch. He’s in a pose that 
suggests he’s urging the troopers on. Kind of a, “get them mates” thing. His uniform 
has some fine details like the belt, buttons, clasps and Vatacina symbols in lots of 
places. 


There was some cleaning needed up around both hands and on the weapons, but the 
rest of the figure was pretty clean. If you were so inclined, this guy could be easily 
converted into a pirate fora fantasy game. If your fantasy game has firearms then you 
really don’t need to do Panne because his pistol could pretty reasonably pass for an 
= ») old revolver, but if you want/need to it’s an easy 
process to flip off his right hand and weapon and 
replace it with something less technological. The 
cyber-eye would require a bit of grinding to get it to 
look just like an eye patch or maybe you could use 
some putty to sculpt some hair covering that part of 
his face/head, but it would still not be too difficult 
to pull off. 


ABG7002 Vatacina Guard Team $19.99 
Produced by Aberrant Games 


Like the Captain, who comes as a single piece 
model, one of the models in this pack also needs no 
assembly but the other three require that you do 
some work to get them ready to clean and prime. 
The guy holding his rifle up in a firing position by 
his head is the single piece model. The kneeling 
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guy needs a 
head attached, 
the guy slash- 
ing with his 
tifle’s bayonet 
also needs a 
head and the 
last guy needs 
a head and his 


arms/rifle at- 
tached to the 
body. The 


helmeted 
heads and arms 
come on sepa- 
rate metal 
sprues and there were some mold lines down on their legs that needed to be cleaned up 
before priming. Their uniforms are the same as the Captain, but these guys wear a 
sealed helmet that has a large faceplate. They look less piratey than the Captain, but 
that’s mostly due to the lack or hat and sword. They come with standard slotta-bases 
and you’ll need to add rocks of your own to get them to look like the ones in the pic- 
ture. The guy that needs his arms and weapon attached has both parts coming together 
with one hand cradling the gun. I like that the new faction is getting fleshed out with 
more units as this will give existing Vatacina players more options and may help bring 
new faction players into the fold. 


Reviews by Mark Theurer 


Sadly, after we got these figures to review Bob announced that he would be closing 
down Olleys Armies. The future of the figures is unsettled at this point so I’d advise 
grabbing them as soon as you can if you like them. 


Scrunt Pirates £9.99 
Sculpted by Bob Olley 


To add to Bob's existing 
ranges of fantasy, sci-fi, 
wild west and _ psychic 
scrunts we also now have 
some pirate ones in the 
family. Of the five figures 
in the set you get three 
with rifles. Two of those 
have a three-point hat and 
the third has a bandana on 
his head. All have very 


full, an somewhat 
unkempt, beards and 
wear a sash or long 
coat and definitely 
have a piratey look to 
them. Out of these 
three one has an eye- 
patch and other de- 
tails include things 
like a powder horn 
and having their hair 
braided. One is in a firing 
position while the other 
two are more holding their 
rifles at the ready. The 
fourth little pirate carries a 
cutlass and wears a vest 
over his bare chest. He's 
balding and has a shorter 
beard than the first three, 
but still looks the part of a 
pirate. The last guy really 
stands out. He's carrying 
a pistol and wears atall, ornate pirate hat that comes with a skull and crossbones right 
smack dab in the middle of it to make sure you don't miss it. He has an eye patch and 
is also smoking a pipe. He looks great, in fact, all of them do. I know exactly what 
my plans are for these guys, too. They will make a wonderful addition to my growing 
pirate army for Warmachine and even though they are not "official" Warmachine figs 
nobody that I play casual games with will mind at all. 


Large Psychic Mutant Scrunt £3.99 
Sculpted by Bob Olley 


When you look at this miniature you’ll probably find yourself asking, “Whoa, what 
happened?” Just imagine one of those little scrunts suddenly turning into Tetsuo 
(Akira movie reference here!) in the early 
stages of going blob. That’s how the Large 
Psychic Mutant Scrunt looks to me. You can 
make out his face but after that it’s all legs, 
muscles, tentacles and vertebrae on this body 
and that long scythe-like arm. This is a very 
creative looking figure and could be used just 
as easily for a monster for just about any type 
of campaign or game. It should be a fun 
model to paint with just about any kind of 
color combination you can think of. This 


figure comes in three pieces, the large base, and two arms (one is more like a large 
boney scythe). The connections are well defined so assembly should be real easy. 
There’s hardly any cleaning required on this miniature as it is super clean and should 
be ready to paint when the glue/green stuff dries. 


Mutants £4.50 
Sculpted by Bob Olley 


This pack is from the Cyber Claw line of Scrunts to go 
along with all those Psychic Mutant Scrunts. You get 2 
mutants in this batch. They are both the same height as the 
Psychic Mutant Scrunts, and perhaps they were 
Scrunts themselves at some point. The first one 
has thin wiry arms (that look like hoses) that end 

in little mouths with quite a few teeth! He has 
four eyes and bumps all over his body that defi- % 
nitely brings out the mutated look for this minia- 
ture, and a rather large mouth. The other Mutant 
has only one eye, but makes up for it with large 
ears. Instead of arms this mutant has a long ten- 
tacle replacing each. The prominent feature on 
this critter is the big mouth with pointy teeth 
giving his audience a rather evil looking grin. 
Both of these figures are 1 piece models so there’s no 
assembly and they’re clean too so not pre-primer cleaning 
to do. These would also work very well for horror or Sci-Fi settings, or maybe hench- 
men/pets for a mad scientist. 


Psychic mutant Scrunts Set 2 £6.75 
Sculpted by Bob Olley 


This pack is from the Cyber Claw line and includes 3 of the Psychic Mutant Scrunts. 
The first one has lots and lots of little tentacles for legs and has 3 tubes running into 
the back of his head. He is also holding a staff that appears to be shaped like some sort 
of alien, or it could be an actual alien. The second appears to have turned into some 
sort of bee or beetle as he has the round bee-like tail sticking out from underneath his 
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robes. He has a monocle over one eye with 
has a hose running into his robe. The third one 
really made me laugh as he has a cat attached 
to his suit that appears to be necessary for his 
survival (there are tubes running to and from 
each of them). This one by far is my favorite. 
This Scrunt is also wearing a huge helmet that 
really dwarfs his head. They all are wearing ~ 
robes that remind me of the robes often worn | 
by the evil guys in the old “Space Opera” type 
sci-fi movies. All three of these Scrunts have 
holes in their back so that you can attach them 
to the Psychic Accumulator Beam Projector 
Machine (sold separately) or you could use it 
for some other purpose. These are definitely 
fun miniatures to add to your Sci-Fi collection. — 
Each is a one piece figure with relatively little 
cleanup necessary. 


Psychic mutant Scrunts Set 3 £6.75 
Sculpted by Bob Olley 


This is another pack from the Cyber Claw line 
and includes 3 of the Psychic Mutant Scrunts. 
The first Scrunt is probably the most “normal” 
of the one’s I have seen so far, but that could be 
because he keeps his body hidden under a cloak. 
The second one doesn’t seem to be mutated too 
bad either. He does have an arm that’s mutated 
and looks rather like an insect arm. The last one 
appears to be more misshapen at first, but he’s & 
actually wearing a cloak with spikes on it. He ~ 
does have a mutated arm like #2 and he also has his fair share of tubes run- 
ning into his body. They are all wearing the same robes as the other Psychic 
Scrunts in this line of miniatures. Like the other Psychic mutants they have 
holes in their backs so they can be attached to machinery. The psychic mu- 
tants are just plain fun and definitely something to consider for a Sci-Fi cam- 
paign. Like the others, there is hardly any cleanup required to prep these 
miniatures. 


Reviews by Mark Theurer and Rodney Forehand 


I have become very en- 
amored with Darkson 
Designs’ AE-WWII game 
x so it was an easy decision 
Sopa eet for me to choose it as the 
focal point of this Army Building article. AE-WWII is a skir- 
mish-level game so you won’t be buying dozens and dozens 
of figures to play a simple game, but I’m sure that they won’t 
mind if you do anyway. I’ve decided to play the Americans 
as my first force in the game, but there are lots of different 
detachments that you can put together and I want to get the 
most mileage out of the starter set so that will be the base of 
each of the forces that you see below. 


In AE-WWII there are no point values for troops, individuals, 
upgrades or vehicles. You get to pick selections from differ- 
ent training levels and types of troops depending on what kind 
of detachment you are building. I’d like to be able to field a 
couple of different types of detachments to have some variety 
and to keep me from bringing the same force to bear against 
my enemies as we play. Since each of my detachments will 
have the American Starter Set as its base my army cost starts 
off at $32.99 for 6 figures, or about $5.50 per figure. 


We’re going to start off with a simple Infantry Detachment. I 
get to make the following selections... 


Elite 1 
Veteran 1 
Regular 3 
Green 3 


I’m required to take at least half of my units from the Infantry, 
Specialist or Support troop type and I’m not allowed to take 
any vehicles. The starter set will allow me to take care of 
many of these selections. The Officer, the guy with the 
walkie-talkie, starts off as a Veteran selection but he has the 
option of being increased to an Elite. He can also be desig- 
nated as a Hero and the Infantry Detachment rules allow for 
one individual to be granted Hero status so I might as well 
make him a War Hero. This gives him better stats and more 
survivability on the field. The female ARPA Field Mechanic 
is a Veteran (She can be upgraded to Elite also, but I already 
have my Elite slot filled) so she can easily take that spot in the 


list for me. She can also be made a Hero but I’ve already used 
my one allowable Hero upgrade on the Officer. She has a 
special ability which allows her to transfer some of her action 
points to a Buffalo Power Armor trooper or Robot trooper 
that’s in base to base contact with her so that will potentially 
increase their effectiveness on the battlefield so she should 
come in handy. Since I took the ARPA Field Mechanic I am 
allowed to take a Tesla Device unit while without her I could 
not. My Tesla Device will be an easy selection and it will 
come in the form of a suit of Buffalo Power Armor. The Buf- 
falo is slow, but quite tough so it’s a pretty good trade off if 
you ask me. I can choose between a Tesla Electrical Gun or a 
Browning M1919 as armament for the Buffalo and there’s a 
real decision to make here. With the Browning M1919 you 
get 36” of range and you can spit out three shots for each ac- 
tion point spent, but on the downside you have to reload it 
after spitting lead downfield. The Tesla Electric Gun has just 
8” of range but it can really make a mess of those that are 
within that range and bunched up and it reduces the Drive of 
those that get hit by it on their next activation. As much as I 
like the idea of sending lots of shots at the enemy I also relish 
the thought of making them pee their pants even if they are 
not hurt by the Tesla Electric Gun so [ll go with that. 


My second Regular selection will also come from the starter 
set and it will be an Airborne Sniper. It’s another individual, 
makes my fourth so far, and my army cost has not increased 
yet since everything has come from the starter set so far. He 
could also be upgraded to a Hero if I didn’t already have one 
and he can also have his training level raised if I could take 
another Veteran, but I don’t. He does get an ability called 
Crack Shot which gives him an edge when shooting enemies, 
which is what you’d expect from a sniper, and he already has 
a pretty darn Ranged Combat ability so I’ll expect him to put 
some heads to bed. My third, and final, Regular selection will 
be a squad of US Airborne soldiers. These guys get to choose 
between an M1 Carbine or an M1 Garand for their main arma- 
ment, but they both also have pistols and grenades. The car- 
bine has a slightly longer range and can do a little more dam- 
age (damage between 5-10 compared to between 4-9 with the 
carbine) than the carbine but the carbine can shoot twice for 
each action point spent while the Garand spits out just one 
shot per AP. I’m going to go with the Carbine to get some 
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more shots at the enemy even if that means that I need to 
get a bit closer to do it. 


Ok, so now we’re down to needing just three Green units 
and I’ve exhausted everything from the starter set. The 
Robot Troops come three to a unit and cost $13.99 per 
blister. These guys are pretty tough and I expect that 
they’ll be pretty resilient but they are not the best shots in 
the world so I expect to use them for suppressing fire more 
than direct attacks on the enemy. 


I’m going to take two units of General Infantry for my 
final two Green selections. Darkson Designs has not re- 
leased their GI models yet so P’ll pick up a WWII US 
Army Infantry GI set from Tamiya, below. In this set you 
get 15 guys that are in 1/48 scale which is what Darkson 
Designs recommends for off-brand models. This set retails 
for $13.50 and while they might be a tiny bit taller than the 
AE-WWII guys I think that they will work just fine. Since 
I now have three units of infantry, one Airborne and two 
GI squads, I am allowed to swap out one of their regular 
weapons for a BAR. I’ll make the switch with one of the 
Airborne troopers because they will be able to make better 
use of the weapon’s increased number of shots. 


To finish things off I’m allowed to take two Special Orders from a pretty decent selec- 
tion. These are things that give a player special, as the name implies, things to do dur- 
ing a game. These are things like calling in artillery support or making a parachute 
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assault and I’ll decide which to take when we sit down for a game. So, for a cost of 
$60.48 (plus the rulebook, which will set you back $39.99) I have a fully playable In- 
fantry Detachment and even have some extra guys leftover from the Tamiya infantry 
set that I can use in other detachment load-outs like if I wanted to take some Airborne 
Heavy Weapon Teams. The Tamiya set has guys perfectly suitable for a machinegun 
or bazooka teams so it’s value is extended beyond just some GI’s. 


Ok, let’s move on to a Veteran Detachment. For this batch of guys I get to make the 
following selections... 


Elite 1 
Veteran 2: 
Regular 4 


Like with the Infantry Detachment I’m required to take at least half of my units from 
the Infantry, Specialist or Support troop type and I’m not allowed to take any vehicles. 
I’m going to start off with the starter set again, because I already have one, but since 
there are several models from the starter that I won’t be using for this detachment I’ll 
list the individual models that you would buy for it if I was building it from scratch and 
needing a shopping list. 


My Elite selection will be the same as in the Infantry Detachment and he would be 
$6.99 on his own or you could spend the same amount and grab American OSS Agent 
Wolf if he struck your fancy. 


I need two Veteran selections |_ 
but I’m going to jump right to | 
my Regular guys ahead of 
them. For the $13.50 spent on 
the Tamiya US Infantry I can 
get models suitable for two 
Airborne Heavy Weapon 
Teams, one machinegun and 
one bazooka, and get two units 
of GI’s. The GI’s are normally 
Green but I can upgrade them 
to Regular and, presto, I have 
all four of my Regular selec- 
tions all sewn up. Since this 
detachment is turning into one 
that will lay down lots of fire 
I’ll pick up two units squads of 
Airborne Infantry and bump 
them both up to Veteran status. 
I'll go with the M1 Carbines 
for the Airborne, like before, 
and I can get another BAR 


* Optonat head and arm set 


since I have enough infantry squads in the detachment. The two blister packs, two 
figures each, of Airborne Infantry will cost $19.98 and the total cost of this detachment 
comes in at $40.47 and I still have a few of the Tamiya figures left over for other uses. 
If I had bought the American Starter set and the Tamiya set, which I would since I'd 
like some detachment options over time, then this detachment would also come in at 
$60.48 because I would have enough Tamiya guys left over to build the two additional 
Airborne guys that I need and I’d have half of the American Starter set left over for 
other uses. With the Veteran Detachment I get just one Special Order, but this one will 
allow me to pour a lot of fire downfield. 


Ok, on to my last detachment for this article. It will be a Cavalry Detachment and as 
it’s name implies there will be some vehicles included with the guys. I’m allowed up 
to two light vehicles and I’ll grab them right off the bat in the form of two jeeps each 
with a Browning M2 machinegun in a turret. These will be models from Hasegawa 
Models, below, and each has a retail price of $23.15 but you can find them online, as 
with the Tamiya infantry too, for a bit less. For the troop selection in this detachment I 


can pick... 
Veteran 1 
Regular 2 
Green 2 


Since I’m sitting in front of the American Starter set, a blister of Robot troops and the 
Tamiya US Infantry set I have lots of options to choose from. The Officer that’s been 
serving me well will continue to do so here as my Veteran pick. I’m still allowed just 
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one Hero upgrade and we’ll keep it with him too. For Regular picks I’m going to take 
a squad of Airborne infantry, from the starter set, and an Airborne Heavy Weapon 
Team, from the Tamiya set. I’ll use the Robot troops and three guys from the Tamiya 
set for a squad of GI’s. The addition of the jeeps bumps up my investment in figures 
up to $106.78 but I have a very nice selection of models and can even build a Com- 
mand Detachment, a Motorized Infantry Detachment or a Support Detachment if I 
wanted. I’m lacking Rocket Troopers right now but I’m sure that they’ll eventually 
make an appearance in my forces. I really like Darkson Designs’ view towards minia- 
tures by other manufacturers. While you’ll hopefully build the bulk of your forces 
with their miniatures there are other miniature and model companies out there that 
make stuff that’s perfectly suitable for AE-WWII and you should definitely explore 
those options. 


Written by Mark Theurer 
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I’ve wanted to build and play with a CAV 
force for some time now and with the recent 
release of the 2" edition of the rules, with the 
2008 edition of Rage Chronicles available at 
www.reapergames.com, there’s no time like the present to get some boots on the 
ground in Reaper’s giant mechanized armor combat game. 


There are a couple of things that I had in mind before beginning to work on a list and 
pick out models. I’m not sure that I’ ll be able to stick to all of them, but here they are: 


I wanted an army composed of as much air power as possible. I wanted the 
focus of my force to be air superiority instead of giant walking tanks. Yes, I 
know that CAV is all about the big stompy mechs but I really wanted to do 
something different. 


I want a decent amount of infantry to take objectives. If they can take down 
the enemy all the better. 


I want to use only “N” scale models. Yes, I know that this limits me right off 
the bat, but Reaper has released quite a few models in the new “true scale” 
where the vehicles are in the same scale as the infantry and CAVs, so I’m 
hoping to be ok on this front. 


I know that I probably won’t 100% CAV-free and that being the case I really 
want to make sure that I have a Mastodon in my force if at all possible. 


I’m not sure if I’ll be able to keep all of these “wants” intact, but I’ll try. 


I’ll be putting together a 3000 point task force to play with. Each player’s task force is 
made up of a number of primary and secondary sections. Primary sections take up 
specific roles like Armor (4-6 models with lots of firepower with the ability to take 
enemy fire well), Mechanized Infantry (4-8 bases of grunts and their transport vehi- 
cles), Rifle (6-10 bases of infantry without transports) and Specialist (1-4 models of 
pretty much whatever I want) sections. The secondary sections are a bit more special- 
ized and deal with things like Fire Support, Flight, Mortar, Recon and Transport sec- 
tions and these fulfill the roles that you would expect from their names. The hitch is 
that you cannot have more secondary sections that primary ones. 


Before I start buying models I need to select a faction and a doctrine. The faction you 
choose will dictate which models you are allowed to take. Each faction also has doc- 
trines that you can choose from that make each unique, but you can only take, and 
therefore benefit, from a faction doctrine if at least 25% of your models come from 
your faction. You can take all of your models from the “open market” if you like but 
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in that case you would be considered an Independent Faction and not benefit from a 
faction doctrine, but there are doctrines for the independents. Ok, so it’s time for me to 
take a look at six factions, and at least consider going independent, before picking out 
models. 


Adon have doctrines with nice electronic countermeasure bonuses and very nice bo- 
nuses to their infantry models, but it doesn’t help my air superiority theme so I’m 
pretty sure that they won’t be my choice. 


Malvernis has an ability where their non-infantry models can sacrifice themselves to 
make an all-out attack before they are removed from the table. It’s a neat “screw you” 
maneuver but it doesn’t really further my army theme so they are out also. They also 
have another doctrine to choose from that allows each Rifle and/or Mechanized Infan- 
try section to get a free base of Rifle Team Infantry. This one would help me increase 
my infantry so it’s worth a second thought. I’ll keep this one on a back burner just in 
case I don’t find something else I like better. 


Rach’s doctrines give them a choice between better close up combat, a slightly re- 
duced armor, and increased movement or allowing all infantry to do an additional 
point of damage in close combat. The second one is somewhat helpful, but I’m want- 
ing my infantry to be secondary to my air force so making them double-tough is not 
my primary focus so it’s back burner at best. 


Ritterlich has one doctrine that allows you to bury an initiative card that was just 
turned over so this could be useful in controlling the turn order a bit and another that 
gives all non-infantry models the Assault special ability. Neither are what I’m looking 
for so they are right out. 


The Templar doctrines give army building bonuses but I’ll pass on both of these, too. 


Terrans have an Air Superiority Doctrine that immediately sounds like what I’m look- 
ing for. It gives me free air strikes and allows me to pick two secondary flight sec- 
tions, instead of just one, per primary section. Their second doctrine keeps the air 
strikes but give infantry the FiST special ability. This sounds like the way to go for me 
but I’ll at least take a look at the independents. 


First off, I can take up to 25% of my points from faction-specific models and the other 
75% from “open market” models. The second allows me to have any number of spe- 
cialist sections in my force, instead of just one like is normally allowed per task force. 


Alright, time to make a faction decision. The Mastodon is Ritterlich so I either have to 
play that faction, play an independent faction just to take that one model, or ditch it for 
now. I’m afraid that the lure of the Terran’s Air Superiority doctrine is drawing me in. 


However, there are some immediate problems with a Terran force. First, I have to 
spend at least 35% (750) of my points on Terran models. The Merlin (an armored fly- 
ing troop transport and gunship) is a great model and has been released in true-scale so 
it’s a sure addition if I decide to go with the Terrans but it costs just 133 points. No, 
I’m not complaining about it costing too little but the only other model that I really 
want to use from the Terran list is the Harpy, an attack gunship. It’s a jet fighter but 
it’s only been released in the original scale so far and I’d rather use just true-scale 
models as I’ve outlined above. Another shot against the Mastodon, as I realized a bit 
late in the army building process, was that it’s a Fire Support model and not an Attack 
one so even if I did take one it needs to go in that role or fill the balance of an Attack 
section and it would need to be part of an Independent task force and that’s not really 
what I’m aiming for here. It would be kind of like trying to squeeze something that I 
think is cool into a concept where it really doesn’t belong so my Mastodon is being 
abandoned for now. So, it’s time to poop or get off the pot and I’ve finally made my 
mind up. I’m going with a Terran task force with the Air Superiority doctrine and I’ll 
be using some non-Reaper models for the Harpy gunships until Reaper releases those 
in true-scale. Yes, this will keep me from playing in CAV tournaments at Origins, 
GenCon and ReaperCon but I’m afraid that I’m not on the professional tournament 
circuit right now so it probably won’t impact me too much right now when my focus is 
to get my air force on the table to play with. Ok, on to the build... 


My first Primary Section will be an 
armor section because I realize that I 
probably need some stuff that can 
soak up some enemy hits. I’m going 
to take four Dingo tanks, which are 
open market vehicles and all of them 
are classified as filling the Attack 
role. Each costs 178 points and they 
start off with a pretty healthy defen- 
sive value of 12 (the Mastodon has a 
starting DV of 13 in case you were wondering) and has a good range at 28”. They will 
be sending combined volleys into single targets if things go according to plan and only 
moving on to other targets once one is taken down. Each Dingo costs $8.99 so this 
first block of my army costs $35.96 and 712 points, all of it open market though. 


Having taken care of a primary section I can now take two Flight Secondary sections 
instead of just one which I’d be limited to without the Air Superiority doctrine. The 
downside to a Flight section is that it can only contain two gunship models. Well, 
since that’s what I have to work with I might as well get busy. The first of my flight 
sections will contain two Kikyu fighters. The second flight section will contain two 
Tsuiseki fighters. Both are attack gunships and the Kikyu has an impressive 16” start- 
ing move. The Kikyu run $9.99 each and the Tsuiseki cost $10.99, but both are avail- 
able in true scale so $41.96 later I’m up to eight models and three sections. The Kikyu 
section soaks up another 254 points, which is nice and cheap but each gunship can take 
just three points of damage before plummeting to the ground and they start with a DV 
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of 11 which makes them a bit less 
survivable than the Dingo tanks. The 
Tsuiseki cost more each, 215 points 
each for a total of 430 for the duo, 
but they have a starting DV of 13 and 
can take more damage than the Kikyu 
before the pilot has to punch out. 
Total cost so far is $77.92 USD and 
I’ve spent 1496 of my 3000 points. 


It’s time to address the minimum 
Terran points that I’m required to 
have in the army so I’m going to grab 
four Harpy attack gunships and drop 
them into a Specialist Section. As I 
previously stated, the Harpy is avail- 
able but only in the original scale and 
not the newer true scale yet. Here’s 
where I break with the Reaper proxy 
rules (for official tournaments only, 
though) and I’m going to buy four F- 
19 Stealth Fighters in their place. I 
found these in 1:144 scale which is 
very close to the 1:160 that the true 
scale models are done in so it’s good 
enough for me. These four plastic 
models cost $5.00 retail each and can 
be found online for less. They look 
plenty cool and I doubt that I’d get 
too much grief, if any, from other 
CAV players. The section costs me 
$20.00 and 532 points and takes up a 
nice chunk of the Terrain points that I 
need to spend. I have 218 points left 
to spend on Terran models so I figure | 
that I should take of those before | 
moving on to other stuff. Well, the 
Merlin is available in true scale and costs 133 points so it’s definitely in the running 
but the Condor has also caught my eye. It’s a transport gunship but is not available yet 
in any scale but it can carry more infantry than the Merlin, but doesn’t have quite the 
ranged firepower of it. On the other hand, it has a starting DV of 14 which is really 
quite tough and I found a 2-pack of MH-60L helicopters online with a retail price of 
just $11.00 USD. These are Blackhawk helicopters and I can see them being very suit- 
able for dropping off infantry at objectives and then moving off to provide a bit of fire 
support. The Condors cost 175 points each so 350 points later I have a pair and need 
to get some infantry to drop out of them. Each rifle team takes up one space and costs 


Jt 52 points and an armored rifle 
team takes up two spaces and 
“costs 70 points each. In each of 
the two not-Condors I can fit one 
of each type of infantry unit. 
This will easily take care of the 
Terran points that I need to 
spend and I end up spending a 
total of 728 points on this sec- 
tion. Since I need four stands 
worth of infantry I can buy a 4- 
pack of bases for $4.99 and four 
infantry, two regular and two 
heavy, for $2.99 each. The dol- 
lar cost on this section comes out to $27.95 USD and my point total is up to 2710. 


I don’t have a lot of room to squeeze in much more but I can fit in another Flight sec- 
tion consisting of two Dragonfly recon gunships. These cost just 118 points each and 
will add to my air force. These have been released by Reaper but only in the original 
scale. I’ve sort of settled on using SR-71A Blackbird models in their place and found 
them online for around $10.00 USD. I have just 106 points left and think that I’ll 
spend them to pick up a cruise missile for 60 points and four smoke strikes for 10 
points each. The cruise missile will hopefully end up being a great annoyance to my 
enemies as they’ll need to direct firepower towards it or it can cause two points of 
damage on a successful hit and the smoke will hopefully keep some shots from being 
directed at some of my more fragile aircraft. I also need to pick up two packs of CAV 
bases for my non-CAV models and some flight stands to stick them on. Each flight 
stand costs $1.69 and I need six. A 3-pack of CAV bases will set me back $5.99 and 
I’ll need to pick up two packs since they don’t come in singles, but I’ll have two left 
over for uses later on. Ok, so my first real 3000 point is complete and it costs about 
$150.00 retail, but every bit of it can be found online at some kind of a discounted 
price. The 2™ edition CAV rules can be purchased as a pdf for $9.99 if you don’t have 
them already. My army will take a bit more time to construct than others because I’ve 
decided to pick up some non-Reaper plastic models that I’ll need to invest some as- 
sembly time into. Ok, now I just need to get this, mostly, air force assembled and 
painted and onto the field of battle. I really don’t know how well it will work but I’m 
sure Ill have fun playing with it. 


Written by Mark Theurer 
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Searching for the Seal of Solomon 


It’s May of 1946 and the heat is almost unbearable in Northern Iraq. Rommel and 
Patton continually clash along a battle line that divides Iraq into North and South. The 
battlefront is spread wide leaving gaps where occasional skirmishes take place. Agent 
John Tipton has been searching through one of these gaps trying to find a German ar- 
chaeologist, Gustav Eckener, who has been searching for the Seal of Solomon. This 
magic ring supposedly gave King Solomon power over demons. The Fiirher would 
love to get his hands on something that powerful, and the Allies would like to make 
sure he didn’t! Gustav Eckener has traced a trail of clues that have led him to a 
wealthy residence southwest of the city of Hidatha. These clues lead him to belive that 
the resident is in possession of a diary that will lead him one step closer to the ring. 
Eckener is feeling confident that he is getting closer to achieving his missoin. What he 
doesn’t know is that one of his local workers is also an informant for Agent Tipton 
who is closing in on his trail. 


Scenario [Planned] 


Compulsory Units 
American — Agent John Tipton (Pathfinder) 
German - Gustav Eckener (Archaeologist) 


Set-up 

The American player is the attacker, while the German player defends. The map 
should be setup to look like a city (could include ruins as well). The building repre- 
senting the wealthy residence should be in the center of the map. 


Primary Objective 

The German forces are attempting to escape with the diary (use a token or marker to 
show who is carrying the diary). Eckener must be the carrier until he is killed. If the 
Germans can leave the map with the diary then they can claim the primary objective. 
The Americans are attempting to prevent the Germans from escaping with the diary. If 
the Americans can take the diary from the Germans and leave the map, or prevent the 
Germans from being able to leave the map with the diary then the Americans can claim 
the primary objective. 
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Deployment 

The German forces deploy first in the middle of the map (in or outside the residence 
depending on if you have an enterable building or not). All the German forces must be 
deployed within 6” of the center. After the defender has deployed all their forces, the 
American player deploys their entire detachment anywhere on the table. None of the 
American’s models may be placed within 12” of a German model. 


Special Rules 

Diary — A marker should be used to denote which model is carrying the diary. If the 
model that is carrying the diary is killed the diary’s marker will stay at that point on the 
battlefield. Any model that is not unintelligent may use an action to search the body 
and take possession of the diary. The diary is small and light enough to carry that it 
will not affect a model’s movement or use of hands. 


After-math 
What happens next is up to you! 


Written by Rodney Forehand 
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This issue we decided to play War- 
lord, actually more than one game of 
Warlord. Several of us have been 
quite interested in becoming more 
than just interested bystanders in this 
game and it’s high time that we increase our knowledge through building and painting 
some armies and playing some games. This article seeks to give some insight into 
what we learned along the way to becoming a little bit more schooled in the game. If 
you’re an old Warlord pro you’ll notice that we did several things wrong, but we’re ok 
to show off our whole experience, warts and all, and maybe help some other gamers 
that are new to the game or thinking of getting into the game. We; me, Clay, Rodney 
and Brian, each started off by picking an army to play, building a list, getting minia- 
tures and then painting them. When we started this article the 2008 edition of Rage 
Chronicles had not been released yet, but it was just a few weeks before we sat down 
to play so we had to re-figure our army lists. Over the next several pages we’ll docu- 
ment the games we played, our thoughts about them, and some of the things that we 
learned along the way. 


Mark—Reven—Brute Force and Ignorance 


I planned to use the Warlord army that you’ve seen being built and painted over the 
last two issues of FR. It’s my Reven army that contains no orcs and goblin models. I 


really like the army a lot, of course that’s before actually using it in a game, but I en- 
joyed painting it and regardless of how well or badly it ends up doing on the field of 
battle I can use all of the models when we start playing the 4th edition of Dungeons 
and Dragons. The army contains... 


Troop A 
e =©Gronklefibbets and Mazak 
e Yagun Oog (using the old-school Reaper Ogre Mage model) 
e = Ombur, Bull Orc Cleric (using the Reaper Bugbear Shaman model) 
e Ogre Warrior x5 


Troop B 
e Gurm, Ogre Captain 
e Treag, Beastman Hero 
e Beastman Woodcutter x5 


Troop C 
e  Gronk Spliteye, Bugbear Captain 
e Bloodmane, Gnoll Champion 
e Bugbear Warrior x3 
e = Bull Orc Berzerker 


Troop D 
e —=- Hill Giant 


Gronk/Mazak has Fireball and Chain Lightning spells, Oog has Fireball, and Ombur 
carries Cure 1 (thee of them) and Aspect of the Hunter. My reconstruction efforts, 
after RC2008 was released, were pretty simple. Bugbears are now a proper part of the 
Reven lists so I was no longer substituting them for orcs and I decided to toss Blood- 
mane into the fray because he was now part of the list and I had the model. My affin- 
ity for gnolls played a part in getting him into the list and I’m already dreaming of 
building a total gnoll army using various Reaper gnolls, the new Hasslefree gnolls and 
the rather nice army of gnolls that I still have from WOTC’s Chainmail game. Any- 
way, that would be Warlord army number four or five for me so I think it’s a while off. 
Since my only range capability comes in the form of a handful of spells my tactics are 
pretty simple, run forward and beat to death whatever I come into contact with. Brute 
force and ignorance all the way baby! 


Rodney—Dwarves—Short and Lovin’ it 


I’ve always been a fan of Dwarf miniatures. So every time I check out a new fantasy 
game, like Warlord, I have to take a look at their Dwarven faction first, assuming they 
have one. Well, the minute I saw Ursula the Bear Rider Captain I knew I would have a 
Dwarf Warlord army. In all seriousness I don’t think there is a Dwarf figure in the 
Warlord game that I don’t like. I imagine I'll eventually buy them all, heck I’m pretty 
close already! 


This will be my first time finally getting to play Warlord even though I’ve been paint- 
ing my army for several months now. We eventually decided we would play 1501 
points so I knew I was going to be purchasing quite a few Dwarves. Ursula was the 
first Dwarf I picked up, based solely on the fact that I just thought she was cool. Now 
I had to decide what the rest of my army would consist of. The easy first step was to 
pick a Warlord and after a little reading Thorgram was the one that finally won out. 


The Griffon just looked cool and I figured it would be really fun to paint so I picked it 
up too. After that, I wanted a healer so I went with Ivar (I just loved him carrying that 
anvil on his back). After that I just wanted an infantry army so I grabbed up some war- 
riors, halberdiers, piercers and shieldmaidens. Kara Foehunter also caught my eye as a 
cool model so I added her to my list as well. My army consisted of... 


Troop A 
e King Thorgram (with Greater Magic Weapon and Greater Magic Armor) 
Ivar Siverfist (with Magic Armor and Holy Symbol) 


Dwarf Warriors x5 


Troop B 
e Ursula, Bear Rider (with Magic Armor) 
e Dwarf Shieldmaidens x3 
Troop C 
e =Fulumbar Ironhammer (with Magic Armor) 
Kara Foehunter 


Dwarf Piercers x3 


Troop D 
e Gargram Heavyhand (with Magic Armor) 
e Dwarf Halberdiers 
Troop E 
e = Griffon 
Ivar was also kitted out with many spells; Devine Vigor, Blessing, Cure 1 x2, Cure 2 x 
2 and Dispel x2. As you can see my unit selection was based more on what I thought 
would be fun to paint instead of having any tactical plans for how to play my army! I 
figured as I learned how units worked I could dabble with my list as I get more figures 
painted. Painting wasn’t that difficult, nor was assembling the models. I spent some 
time on the Griffon making sure the wings were pinned and green stuffed some feath- 
ers onto the body to cover up any gaps around the wings. The bear’s arm for Ursula’s 
mount took a little work too because I used green stuff to sculpt fur into the gaps were 
I glued the arm on. It all came together pretty quickly, except for the fact that I’m an 
extremely slow painter! I also wanted to give them all a uniform look instead of a war- 
band scheme with a mishmash of colors. So I dabbled around with colors and eventu- 
ally came up with the green colored scheme you’ll see in the battle pictures. I think it 
came out pretty nice and I’m really looking forward to seeing my army take the field. 


So, now it’s time to share my grand strategy to take my Dwarves to victory. Whenever 
I first start learning a game I tend to play defensively until I start getting a feel for how 
the game flows. That’s basically my strategy here. I’m hoping all that spiffy armor I 
painted on these Dwarves is also reflected in their unit stats. I plan to just build a 
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shield wall and put my piercers on one of the flanks. Once I’m close to melee with the 
enemy I’ll start moving the Griffon out to keep my opponent nervous about one of his 
flanks. Not sure how it will all turn out, but I figure it’s worth a shot. We’ll find out 
soon enough! 


Brian—Necropolis—Me and my Big Mouth 


A while back I happened to mention to our beloved editor that I was itching to play a 
fantasy game. He took me at my word and invited me to do a battle report article for 
his next issue of Fictional Reality. I should have just got a shot of penicillin, but in- 
stead, decided to look through my Warlord rule book and see what faction sang to me. 
It’s hard to go wrong when a model is named Judas Bloodspire, so it was the Necropo- 
lis folk for me. As I already had the model of Judas sitting around the house this made 
the choice a bit easier. So, with faction in mind Mark, AKA, beloved editor, and I 
hammered out a 1501 army list for our endeavor. This list was refined a bit with input 
from some of the knowledgeable people on the Warlord forum. 


I decided to go with the default Necropolis list because the other one allows for no 
vampires. Since Judas is a vampire that list wouldn’t work. With Judas Bloodspire as 
my warlord I just needed the rest of his entourage. Some of my choices were tactical 
in nature; others were due to the model looking good. As Judas is a mean motor- 
scooter in close combat I wanted to give him enough warm (dead cold?) bodies to 
make sure his unit was a real heavy hitter. Crimson Ka-nigits (Knights, for those of 
you not familiar with Monty Python) are considered grunts if in the same unit as Judas, 
so I decided to take four of them. At 69 points each they are costly, but they are also 
rock hard and are vampires, so they get to use the Vampire Feed special ability. That 
characteristic is probably self-explanatory. To flesh out (did I just make a pun?) this 
unit I added five Wraith Harvesters and for some arcane back-up, Malek. The former 
was chosen because I thought the models looked scary, but would also paint up 
quickly. I picked Malek because I think the model is spectacular and he only cost 38 
points. He was cheap and still had enough voodoo power to cast Summon: Spectral 
Minions. I bought him two copies of this spell as each casting could add more models 
to my bad of scary “people”. For a little variety I also bought him Rigor Mortis 
(paralyzes an enemy model) and Ice Shards (a great spell that does two points of dam- 
age and doesn’t cost much). This group should cause my opponents to sit up and take 
notice especially when Spectral Minions began to pop up. Tee hee! 


As Iam a big fan of mobility I added Eikar, Crypt Bat Lord and five Crypt Bats as my 
second unit. They have the Ranger ability so would be able to do a pre-battle move to 
get them closer to the enemy. As they are quite fragile (two wounds for the Crypt 
Bats) I would have to use them with the utmost care; otherwise I would give away free 
points to my opponents. My last unit was to be the bones of my operation: skeletons. 
For a sergeant I picked Railor. I think the design of the model is very clever. Railor is 
a ghost-like thing and he if flying through a grave stone. He also has magic ability, so 
I gave him two Ice Shards spells and a Wind Blast spell. You already know what the 
first spell does. The second will force a flying creature to the ground. Since at least 


two of my three opponents will have flying things I figured it couldn’t hurt to have this 
spell handy. Besides, it is only five points. Five Skeletal Archers and three Skeletal 
Warriors rounded out Railor’s retinue. The Archers have the Marksman ability so they 
will be able to shoot twice if they don’t move and the Warriors should provide some 
protection for them. This unit will function as a speed bump. I don’t see it stopping 
any heavy duty enemy unit that might come at it, but it will slow the progress of the 
opposition down a while. Last, but certainly not least I decided to bring The Grave 
Horror. I chose this buy because of the name, how the figure looked, and because he 
(it?) can smash just about anything thrown against him (it?). Adding together the cost 
for all the models and spells, I came up with 1501 points exactly. 


Next up was a trip down the road to the Reaper warehouse and Asylum store. As mi 
casa is literally a five minute drive from the manufacturing center of Warlord models 
this sojourn would not be an arduous one. Upon my arrival I was quizzed by the em- 
ployee on duty, Bryan, if he could help me find something. I explained the reason for 
my visit, to purchase a Necropolis army. I must say that he did a great job of assisting 


me in my search for figures, comments on their game abilities, and pulling extra fig- 
ures out of the warehouse area for me. After an hour or so I exited the building with a 
sack full of figures, my army plus some extras. My wife/CFO was not going to be 
pleased with my expenditure of funds. (On a side note, she has been talked into play- 
ing Warlord. An Elven army is currently undergoing paint application by yours truly 
and Beloved Editor for her enjoyment.) Now, all that was left to do was paint every- 
thing up in time for the throw down. 


I’ve become a decent painter over the years, but at times I can get caught up in too 
much detail work. So, I decided to start with the simplest and fastest models to paint, 
the skeletons. I primed them in an off-white spray, painted the shields of the warriors 
and the bows and quivers of the archers. They were all then dunked in Minwax poly- 
urethane wood sealer. Stick the figure in the can, pull it out, let the excess gunk drip 
off, shake to get stubborn drops off of it and that’s it. I had me a bunch of dry-boned 
skellies with decent detail and very little time expended. Next up were the Wraith 
Harvesters. They also went quickly. I primed them in black, painted their scythes and 
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then dry-brushed three progressively lighter shades of gray onto the robes so they 
wouldn’t just look black. Oh, Beloved Editor saved me some time by painting all of 
my Crypt Bats for me using the same method that I used on the skeletons. The Grave 
Horror took a bit more time. I wanted it (him?) to look very nice because of the size of 
the model. I probably used about ten different colors of paint on him. I think he/her/it 
came out pretty well. The Crimson Ka-nigits weren’t too much trouble. They re- 
ceived a black primer-ing, elbow and knee joints were painted in a bright bronze, and 
the main areas of armor were done in two shades of red. Lastly, were the two named 
characters of my force, Judas and Malek. They were not difficult to get done, but they 
did take a bit of extra time due to more detail work on them and I wanted them to look 
good on the table. 


To tie all of the models together I used the same basing scheme on each figure. 
Elmer’s Glue was applied to the base then it was dipped into a bowl of fine, non- 
clumping, cat litter. I pressed the grains down into the Elmer’s with my finger and the 
handle of a paint brush. Then I added a few drops of super glue to help hold the litter 
down on the base and together with the neighboring grains. After all of that dried I 
went back and put dabs of Elmer’s Glue and top of the litter on a few places of each 
model. I then took a pinch of brown static grass between thumb and forefinger and 
pressed it down into the fresh glue. Upon completion my models appeared to be stand- 
ing on dead ground with only sparse, unhealthy looking weeds as the only semblance 
of life. 


Brian’s army list looked like this... 


Troop A 
e Judas Bloodspire 
e = =6Malek 
e =©Crimson Knights x5 
e Wraith Harvesters x4 


Troop B 
e = Eikar, Crypt Bat Lord 
e §=Crypt Bat x5 


Troop C 
e = Railor 


e = Skeletal Archer 
e = Skeletal Warrior 


Troop D 
e Grave Horror 


Clay—Crusaders—No Snappy Saying 


I have been looking forward to getting 


in another round of Warlord games for quite a while. The last time we played I got so 
badly creamed that is was embarrassing, and I have been itching to try a new strategy. 
For our “Warlord game day” I decided to stick with the Crusaders and go with as many 
high quality fast troops as possible which meant that I would be fielding as many of 
the solos and cavalry models as I could. I started by picking the three solos I wanted, 
and then a respectable unit of cavalry. After that I used up the points I had left (and of 
course did the usually trading around) until I came up with a force that added up to 
1496 points. I had just got some new pieces (Battle Nuns and Justicars) that I wanted 
to try out, so it was from tier ranks that I pulled pieces to fill out the ranks. To be hon- 
est, I went with Lady Jehanne as my Warlord only because she was the cheapest I 
could get, and both my Ivy Crown Skirmisher and Ivy Crown Light Lancer where 
downgrades I had to make to get my points down. The Archers I took to try and give a 
little balance to my force and to give me at lease some capability to reach out and 
touch someone from afar. I had decided not to get any magic due to the unpredictabil- 
ity of it, but I ended up using the five points I had left over to give Sister Majeda the 
Divine Vigor spell which put me right at 1501 points. 


Troop A 
e Lady Jehanne 
e = Ivy Crown Archer x3 
e = Justicar x1 
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e Ivy Crown Skirmisher x3 

Troop B 
e §©Sir Damon 

Lion’s Lancer x2 


Ivy Crown Light Lancer x1 


Troop C 
e = Sister Majeda 
e = Battle Nun x3 
Troop D 
e = Celestial Lion 
Troop E 
e = Uriel, Guardian Angel 
Troop F 
e Guardian Beast of Aurelliu 
With this force, my model count is 
only 19, but since all my cavalry has 
a movement of at least 10 (and all 
have an improved charge of 4), and 
all my solos move 8, have an im- 
proved charge of 4 and also have 
“beast”, I figured I was going to be 
able to bring a whole lot of force to 
bear quickly to place I thought I 
would be able to best use it. My hope was that by quickly striking at the enemy lines, I 
could counter the weakness of not having magic. Although I would adapt things when 
I actually got to the table, as a rough sketch of my strategy, I would try to deploy my 
cavalry in the center (so they could go either way) , put the one squads of grunts 
(Battle nuns and Justicars) one each side, and sprinkle the Solos wherever. Which side 
the Justicars went would depend on where the best field of fire would be for the arch- 
ers since the Justicars and the archers are in the same Troop. Time will tell how close 
my real battle plans will match the one in my head. 


Game 1 


For our first games we decided that Clay and Brian would face off in a classic good vs. 
evil showdown where the Crusaders would try to beat back the dark forces of the Ne- 
cropolis. While they were playing, Rodney and I would be facing off with his 
Dwarves trying to beat back my army of monsters and brutes. 


63 


—. 


In the picture above you can see the Reven on the left and the Dwarves on the right 
when we were done deploying troops. In Warlord deployment is handled by creating a 
draw deck where each troop adds one card of your suit to the deck. Then you draw 
cards from the deck, one at a time, and deploy one of your troops if your suit comes 
up. This allows for some tactical placement of units but still adds some fog of battle to 
the deployment because you don’t know where all of your opponent’s troops will show 
up. As you can see I have a much more open formation while Rodney has opted for a 
more structure and regimented deployment of each of his troops. 


The first turn of our game was full of lots of movement and not really anything else. I 
definitely have the advantage of speed against the dwarves and can cover much more 
ground then the bulk of Rodney’s army. If you want to run the dwarves get used to 
moving at less than light speed on those stubby little legs. With the Reven I have lots 
of troops with a movement of 6 or better. In fact, with the army I fielded today I have 
just three models with a movement under 6 and even have non-cavalry models with a 
movement of 7 (Gronklefibbets and Mzak) and the Hill Giant can speed across the 
battlefield with a 10. 


Activation of units in Warlord works in much the same way as deployment. You build 
a draw deck and if your suit is on the card that is turned over you can activate one of 
your units. 


Above you can see that we’re closing in on each other and Rodney’s bear rider and 
griffon are leading the charge while most of my army is moving forward as a pretty 
solid block of bad attitude. There were some crossbow bolts flying across the battle- 
field courtesy of Rodney’s Dwarf Piercers but they only served to tick off those that 
they hit, but every point of damage matters in Warlord because your guys attributes get 
reduced as they take hits. Doing damage via ranged combat before the real fighting 
begins is a good idea and one that I can’t really do much of. 


Above, right, you can see one of the first real throwdowns of the game. Rodney’s bear 
rider and shieldmaidens get into it with my bugbears. On the left side of the fight I 
have some decent outnumbering going on and over on the right it’s a more balanced 
affair. I found out quickly that fighting against the dwarves can be tough, really tough. 
One of the really great defensive aspects to the Reven is that a whole slew of their 
troops have the Tough special ability. This allows them an extra chance at life after 


'!!Major Mistake Alert!!! 


Warlord pros might look at this and roll their eyes at us making such a big mistake but 
hopefully this will help other newcomers to keep from making the same mistake. 
When fighting in hand-to-hand combat the attacker tries to bash in the head of the 
defender, or cut him in two or eat him or whatever, and this is easily resolved by roll- 
ing a number of d10 and adding your Melee Attack Value (MAV) to the roll. The 
number of d10 you get to roll is determined by your figure type. You compare each 
result to the Defensive Value of the model you’re trying to take out. Ok, no problem 
there. The defender gets to strike back before all is said and done and usually they get 
just one defensive strike unless they have the Warmaster ability which allows them to 
take as many defensive strikes as they would when attacking. Ok so here’s the big 
mistake. My gross misreading of the rules lead us to getting defensive strikes, in the 
first game only, against everyone that attacked you in hand to hand. If 5 guys nailed 
you and you didn’t have Warmaster you still got one defensive strike against each of 


them that took a swing at you. If you had Warmaster you could weigh into each of 
them with all of your melee attacks. Ok, so that’s a major screw-p on my part but 
hopefully someone reading this won’t do the same thing. So, if five guys jump you, 
you'll get one defensive swing against one of the attackers. If you have Warmaster 
and normally have three melee attacks you can take three swings back at whichever of 
the bullies that came to take your lunch money and kick you in the shins. Yes, I’ll 
show up at the woodshed for my brutal beating now. 


taking a hit that would otherwise kill them. Unfortunately, the Dwarves have this 
nasty ability of their own that negates this so when my guys go down they don’t get a 
chance to get back up. When Tough works it brings you back with just a single wound 
left, but when almost your entire army has it and you are counting on it keeping you in 
the fight at least a little longer than your opponent it stinks when it vanishes. On the 
other hand, Rodney has some stuff with Tough that works just perfectly in this game. 
In fact, it worked so well that it kept his Griffon alive through two combats that should 
have sent it on to be breaded and deep-fried. Between my Beastmen Woodcutters and 
Gurm massing around it, the ogres smashing into it and finally the Hill Giant pounding 
on the darn thing it finally stayed down. 


As the game went on we had a lot of hand-to-hand combat and just a little of the 
ranged variety. I found my army to be pretty quick around the battlefield and I was 
able to shift models to offer aid where it was needed. Even though we screwed up the 
Defensive Strikes it was still a very good learning experience and one that gets us 
closer to being comfortable enough to eventually play in a Warlord tournament in the 
near future. At the end of the 4th round (we decided to play 4-round games before we 
started) there was 767 points of dead Reven and 674 points of dead Dwarves on the 


field of battle. Just over 6% of our starting points separated us but the win and the 
glory went to Rodney and his vertically challenged warriors. 


Here’s how the game between Clay and Brian went with a bit more specific detail... 


The game starts off with Brian drawing the first deployment card and thus picking the 
side he wished to deploy on. As luck would have it, Clay then proceeds to deploy 
nearly his entire army, even after attempting to slow down his deployment with his 
spy. Brian then laid down the rest of his army. 


Brian kicks off turn 1 by immediately flying his Crypt Bats behind Clay’s right flank, 
something that Clay obvious is not fond of, but there is precious little he can do about 
it as Brain had intentionally made sure that his flying troops were on the opposite side 
of the board as Clay’s archers. Which happen to be lined up with Brian’s skeletal arch- 
ers. For the next several turns, these two troops would continue to fire volleys of ar- 
rows at each other. Luckily for Clay, most of Brian’s archers are out in the open, 
where Clay’s are in the cover of light trees, so Clay has a small advantage in the ex- 
change. 


Brian, in the first of what will end up being a long string of spell failures, tries to sum- 
mon his spectral minions, and fails even though his odds where very good. Most of 
the rest of the turn is spent by the both sides positioning themselves for the bloodlet- 


ting that is about to begin. The only damage that 
was done this turn ended up being a couple 
wounds to the skeletal archers from the Ivy 
Crown archers. 


Turn 2 started with the Ivy Crown archers open- 
ing up again trying to even the numbers with the 
skeletal archers. They do manage to kill. It was 
discovered later that these skeletal archers had 
defensive fire, but Brian did not remember this 
until the third tum cost him a couple of chance to 
inflict more would to his attackers. When the 
skeletal archers tried to return fire on their turn, 
their leader first tries to cast a Ice Shards spell 
and Brian again rolls a failure. 


The Skeletal archers do manage to score a couple 
wounds, but the return fire (which Clay did NOT 
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forget) managed to take out another of Brian’s 
skeletal archers. 

Brian, at the first chance he got flew the Crypt 
Bats, completely behind Clay’s lines behind the 
Crusader Warlord and the annoying archers in her 
troop. This caused enough consternation within 
the Crusader ranks to pull off their Guardian An- 
gel from his intended target to come back and 
help with the flying threat, so the fast moving 
angel dives into the bats killing two in his attack. 


Clay also gets his cavalry charge in this turn and 
the fighting gets hot and heavy in the center with 


wounds being taking and given on both sides. jg a 


The Nuns run up but don’t get into the action this 

turn. Brian ends the turn by failing yet another 
magic roll when he once again attempts to sum- 
mon his Spectral Minions. 


Tara 
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Clay is relieved when he 
gets to start off turn three |» > 
so that the Guardian Angel | => 
can continue wading into | 
the Crypt Bats. He man- ' 
ages kill another Crypt Bat ¢ 
and puts three wounds on > 
the Crypt Bat lord without 
taking any damage in re- F, 
turn. But Brian get his —, 
licks in when his Grave *' 
Horror charge the Celestial * } ¢ 
lion and kicks the tar out! ee: 
of him. Although he does- 

n’t quite kill it this turn he 
practically obliterates it ff 
taking only a single wound | 
in return. ! 


f 


At the end of the game 
there were far more dead |) 
(or dead for the second § 
time) Necropolis figures 
than Crusaders. The 
points of dead was 1163 of (“3 ue 
destroyed Necropolis vs. Vas y 
598 of dead Crusaders. Ree 
Quite a beating! - j 
pee Ae 

For the second games my Reven faced off against Brian’s undead while the Dwarves 
sought further glory against the Crusaders. 


My strategy against Brian would be similar to what I used against Rodney, not that I 
have much of an option with this army, but I was going to try to stay as far away from 
his Crypt Bats as possible and not engage them unless they came to me. I figured that 
if I could keep part of Brian’s army out of the battle it would allow me to press an ad- 
vantage with my forces that were not tied up with the leathery-singed ones. I was quite 
happy that I’d get the use of my Tough ability this time around. Darn those dwarves! 
Part of what we’re trying to do with this games is get a feel for the other armies that we 
might meet and I know that Dwarves are going to be something that I’ll have a tough 
time with. With the undead, specifically Brian’s undead army, I know that he’s count- 
ing on being able to summon Skeletal Minions to throw at me as fodder. Fortunately 
for Clay in their first game Brian was unable to summon any and those points were 
wasted. I can only hope for the same to hold true for me. In game one my general 
plan was to run forward and pound dwarves like tent stakes and now my plan is to run 
forward and pound the undead abominations into jelly. Either way, smash! 


We started off with me surging forward, as expected, and Brian actually did get some 
Skeletal Minions onto the table before my big wall of flesh slammed into him. Below 
you can see how I’m trying to channel my whole army down the center of the board 
and not split the troops up very much at all. Brian’s Grave Horror is not visible but it’s 
directly ahead of the Hill Giant on the other side of the ruins. The Crypt Bats are out 
of sight and I plan to keep them out of the fight for as long as possible so I can get 
more of my guys into the fight than Brian’s. The Skeleton Archers were a bit more 
productive than the Dwarf Piercers and I saw some of my Bugbears go down before 


making contact with the enemy. I’m going to have to re-think my no-ranged-weapons 
policy with this army and see if it might help out to add some gnoll archers to the mix 
just to keep arrows flying in the opposite direction, too. 


I was hoping for a showdown between the Grave Horror and my Hill Giant and I was 

pleased with the eventual outcome that saw the Horror being destroyed. It was a hard- 

fought battle that took its toll on my Giant and saddled him with more than a few 

wounds of his own. Of course, a giant with a few wounds is still a scary thing and 
probably outclasses lots of what’s on the field 
of battle. 


Brian fared considerably better with his casting 
attempts in this game and we saw several 
groups of Spectral Minions coming onto the 
battlefield. They really helped Brian slow 
down my advance and caused quite a mosh pit 
to form around his Crimson Knights and 
Wraiths along with their recently arrived 
backup in the form of the minions. The Skele- 
tal Minions were not hard to get through but 
they kept me from pounding on more important 
targets and they didn’t provide me with any 


victory points. They didn’t do too much, offensively speaking, but they didn’t need 
to. All they needed to do was slow me down and they did that quite well. I can under- 


stand how Brian 
was quite upset 
in his first game 
when they didn’t 
materialize. 


To the left you 
can see me trying 
to keep Brian’s 
Crypt Bats out of 
the fight. Below, 
right, is a picture 
right before the 
Grave Horror 
was taken down 
by the Hill Giant. 
Yes, he had some 
support but down 
he did go. The 
upper-right pic- 
ture shows where 
I’ve been able to 
smash through 
some of Brian’s 
summoned min- 
ions but am now 
tangled up with 
the Crimson 
Knights. Brian’s 
addition of the 
Wraiths to this 
unit was an ex- 
cellent choice as 
their Reach abil- 
ity proved very 
useful in helping 
to take apart my 
Beastmen Wood- 
cutters. My 
ogres have bro- 
ken off from that 
fight and are 
trying to deal 
with the Skeleton 
warriors and 
archers. 


Brian’s bats finally got into the game on the last turn as my ogres waded into the fight 
that the Beastmen could not win on their own. The Hill Giant had stomped over to 
Brian’s mage and pounded him into jelly. Unfortunately, right after he did that Judas 
Bloodspire took to the air and landed next to the giant and neatly slit his throat and 
took him out of the battle. The giant was already badly wounded from the fight with 
the Grave Horror and while he could still menace some combatants he was no match 
against Brian’s Warlord who was still fresh from his nightly rise from the coffin and 
itching to kill something. At the end of our 4th turn we counted up the dead and those 
that were dead again and came up with 538 points of Necropolis and 777 points of 
dead Reven. Argh, not nearly as close as the previous game against the dwarves and a 


much more definitive loss on my part. Of course, that’s pretty par for the course when 
I’m playing Brian. 


And now we’ll get a look at the game between Clay’s Crusaders and Rodney’s 
Dwarves, like the first game that the Crusaders took part in this one has a bit more spe- 
cific detail from turn to turn. 


We had a crazy card shuffle on the deployment which forced the Dwarves to make the 
first 3 deployments and this is even after the first two Dwarves’ cards were moved to 
the bottom of the deck using the spy ability (Dwarves had 2 spies). Considering 3 
units of Dwarves were already on the table the Crusaders used their one spy ability to 
move their first deployment card to the bottom of the deck, but had little effect as the 
next card drawn was also a Crusader card. 


The units with Ranger abilities took their pre-game moves. Kara Foehunter of the 
Dwarves took a spot on high ground on a hill in front of her. The Crusader Ivy Crown 
archers moved into some ruins. The Dwarven Griffon also flew up onto a hill. 


Round 1 — Both armies moved to close the distance between each other. The Ivy 
Crown archers focused on one of the Dwarven Halberdiers and scored a wound. Kara 
Foehunter shoots at and wounds an Ivy Crown Archer. The Griffon hoping for imme- 
diate impact attempted to Charge the Guardian Angel but came up short on the charge. 


Round 2 — First card goes to the Dwarves and so the Griffon still wanting to get in the 
first attack once again charges the Guardian Angel. The Griffon misses all his attacks 
and then suffers 3 wounds from the Guardian Angel’s defensive strikes! The piercers 
and archers trade fire and then Kara kills an archer with her shot. The Guardian Angel 


then kills the Griffon during his turn. As both sides continue to maneuver their units 
toward each other the remaining archers put another wound on the same halberdier. 
The Crusader’s Guardian Beast inflicts 2 wounds on one of the Shieldmaidens. Sister 
Majeda casts a spell that gives a melee bonus to Sir Damon. The Crusader cavalry 
charges into the Dwarven flank at this point and kill the already wounded halberdier 
and Kara Foehunter. 


Round 3 — This round starts off with Ursula and the shieldmaidens attacking the 
Guardian Beast. As maneuvering continues some of the following highlights took 
place. A halberdier kills an Ivy Crown Light Lancer and Sir Damon kills one of the 
halberdiers. The piercers are forced into melee by the cavalry and one piercer is killed. 
The Guardian Beast attacks Ursula scoring some wounds but then is killed by her de- 
fensive strikes. Ivar, the Dwarven Priest heals 1 of Ursula’s wounds. Gargram the 
Dwarf Sergeant takes a wound from one of the Ivy Crown Archers. The Justicars and 
Lady Jehanna charge the Dwarven Warriors and blows are traded, but no fatalities oc- 
cur. In the heat of all this action the Guardian Angel flies over the melee and lands 
next to King Thorgrim and inflicts 3 wounds while suffering one himself. Gargram 
dies to the cavalry which causes the last halberdier to flee. 


Round 4 — Even with two fewer cards now, the Dwarves manage to get the first card 
draw. Ivar casts a heal spell and heals 2 wounds from Thorgrim. Thorgrim attacks the 
Guardian Angel and both trade a wound. The melee between the Justicars and Warri- 
ors continues with 1 warrior dying and the Crusader skirmisher dying. Hoping for a 
little luck the remaining piercers attack, which results in 1 piercer dying and Fulumbar 
their unit leader also dying. The Crusaders get several activations in a row here that 
allows them to route the Dwarves. The Guardian Angel 
now seals the victory by slaying King Thorgrim. Sir ae 
Damon chargers Ivar and inflicts 3 wounds on the priest. 
Sir Danel chargers one of the Dwarven Warriors and kills F 
him. The Celestial Lion, relatively quiet up to this point, | 
moves in and finishes off the last piercer. Seeking re- 
venge for the death of their king the shieldmaidens and #* 
Ursula charge the Crusaders. Ursula puts a wound on the 
Guardian Angel and the shieldmaidens put a wound on |™ 
Sir Damon. 


a 


Results — Now that round 4 was over we decided to cal- { 
culate the point values of the unit losses, although it was 
pretty obvious that the Crusaders won this battle. The 
Crusaders only lost 264 points compared to the 810 
points lost by the Dwarves. Clay won this “hands down” 
and we really didn’t even need the points to tell us that. 
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Launching in June 2008, Chronoscope is Reaper Minatures' new 25mm Heroic scale, multi- 
genre, non-fantasy, metal miniatures line! 
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Featuring non-integral slotted bases and blister packed like DHL and Warlord, Chronoscope 
miniatures will contain everything from cowboys to futuristic soldiers and everything in 
between. 


50¢ 5 3 50004 
Sascha Dubois Boris Barayev Ellen Stone NOVA Security Guard 
Time Chaser 5 Suns Smuggler Cowgirl by Bobby Jackson 
by Bob Ridolfi by Ben Siens by Bob Ridolfi 


Veronica Blaze 
British Officer Secret Agent 
by Bobby Jackson by Bob Olley by Bobby Jackson 
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Post-battle Thoughts from Brian 


I must say that I enjoyed playing Warlord. It definitely scratched my fantasy itch. My 
first game was an unmitigated disaster. I lost over two-thirds of my force to those 
lousy Crusaders. In my defense, they are geared towards taking on Undead and Evil 
armies. Unfortunately, Necropolis is made up of an overwhelming number of models 
with those two characteristics. The only thing that went my way was that Uriel spent 
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the entire game chasing my Crypt Bats around and not whomping on my more expen- 
sive units. Clay was unaware of how wimpy the Bats were. But, I did have fun. 


What did I learn from these games? Crypt Bats are good for picking off damaged en- 
emy units and being speed bumps. Other than that they aren’t that great. They don’t 
fight well and are not very sturdy. The jury is still out on my opinion of the Skeletal 
Archers and Warriors. They did manage to hold up one of Clay’s units, but they were- 


n’t tough enough to kill it. It didn’t help that I forgot about the Marksman special abil- 
ity for the Archers during the first two turns of the game. I’m a dummy! Railor I like. 
As he is a ghost, terrain doesn’t slow him down. He is also an inexpensive spell caster. 
I just need to have him cast his spells on regular models with a lower Magic Defense. 
The Grave Horror was well worth his point cost. He beat down the bad kitty (Celestial 
Lion) in short order. The Crimson Knights were as tough as I expected. They made a 
pretty nice anvil for Clay to beat on. Unfortunately, I didn’t have a good enough ham- 
mer to beat on his cavalry. The Wraith Harvesters don’t fight very well and are not 
super sturdy. But, the Reach ability does make up for that. Also, they are not ham- 
pered by terrain due to their ghostliness. Malek: there’s a reason he only costs 38 
points. Nuff said. (To be fair my dice rolling severely colored my opinion of him) 
Judas Bloodspire didn’t get a fair shake in this game. Some lucky shots on him forced 
me to remove him from the fray earlier than I would have liked. In the future I may 
upgrade with magic armor and/or weapon. At this end of this game I began to wonder 
if quality was better than quantity in Warlord. My next game would quash or confirm 
this theory. 


Next up was our Beloved Editor’s force of Reven. I went into this game with some 
confidence due to the fact that I can’t seem to lose to him in battle report games. But, I 
was worried due to the fact that he was putting out a force that had quite a few burly 
models (Ogres and a Giant) and not too much fodder like my skeletons. When the 
game began we both went for my patent pending, Brute Force & Ignorance approach 
to strategy. We just lined up the models and ran at each other. Malek redeemed him- 
self somewhat in my eyes by summoning up six Spectral Minions. I must say that this 
turned out to be a game saver. Spectral Minions make great speed bumps. They are 
worth no points if an opponent kills them and that takes time. It also means that the 
enemy is not whacking on models of value. The unit of skeletons didn’t do much 
again. I think that if I want to field a unit of speed bumps then the Skeletal Warriors 
will be it. The Archers are too expensive for that role. The Reven mage expended a 
couple of spells in taking them down, so I can’t say they were worthless in the game. 
The Grave Horror did exactly what he was supposed to. He met the Hill Giant straight 
up and they beat the crap out of each other. The Giant came out on top because re- 
ceived help faster than I could get it to the Horror. Judas was able to come in and put 
the finishing touches on the Giant. The Crimson Knights, supported by the Wraith 
Harvesters, did an admirable job against the Reven, they killed enough models that 
combined with the death of the Hill Giant gave me the game. My winning streak 
against Mark remained intact. 


Since I enjoyed the game so much I have to figure out what to paint up next. The 
quickest will be the rest of my Skeletal Warrior and Archers. They are painted and just 
need their bases finished. After that will be a unit of Deathriders led by Sir Gadrun. 
They should hit like a freight train. Clay’s cavalry made me appreciate the impact of a 
mounted unit. I also think an upgraded spell caster is called for. Naomi, Mistress of 
Wings might just fit that bill. Lastly, I think I want a Totem of Battle. It's rather ex- 
pensive to field (10% of your force’s maximum size). But, it does provide every 
model in the force with a+1 MAV (Melee Attack Value). Our Beloved Editor showed 
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me a model that is made by Reaper that will certainly fit this need/want. I don’t have 
all of the models that I want for my Necropolis 2.0 force, so another trip down the 
Asylum store is in order. Just don’t tell my CFO/wife. 


Happy gaming, y’all! 
Post-battle Thoughts from Rodney 


The first game, against the Reven, was a pretty fun game even though we messed up 
some of the rules that had an impact on the game. The most noticeable was the defen- 
sive strike, in which Mark and I thought that you got all your defensive strikes against 
each attacker. I thought this seemed a bit unbalanced and punished the attacker. Now 
that we’ve got it figured out it does seem more balanced. There were a few other rules 
we had wrong like First Strike, but all in all we didn’t do too bad on the rules for our 
first game. The error with the defensive strike did allow my Griffon to pretty much 
wipe out one of Mark’s units, which at the time made my Griffon seem like my super 
unit. We had predetermined to just go 4 rounds and I think that really saved me. One 
more round probably would have seen my Dwarves getting pounded instead of giving 
me the win off of points. 


When we first started the second battle, against the Crusaders, I suggested that since 
we were both “Good” armies we should just march to the center of the battlefield and 
have tea. I really wish Clay had taken me up on it. Clay seemed to have the best grasp 
of the rules, but all of working together we managed to get the rules for both game 
two’s down a lot smoother. These games went faster as well. I think I had the right 
strategy for this game, but it’s pretty hard for infantry to stand up to cavalry charges 
like Clay hit me with. With the Celestial Lion, Guardian Beast and Guardian Angel he 
had a lot of additional maneuverability that my Dwarves just couldn’t handle and I let 
myself get too spread out. Clay worked his strategy very well and gave my Dwarves a 
disastrous loss. I wasn’t sure if I was going to like Warlord at first, but after a couple 
of games I have to say it was pretty fun. The game mechanics seemed a little compli- 
cated on the first read, but once we started playing it all flowed pretty naturally. I look 
forward to playing again. 


Post-battle Thoughts from Clay 


Well the day could not have gone much better. The Crusaders going up against evil is 
just a match that I’m ready to play again and again. I can see that putting Ivy Crown 
Archers up against Dwarven Crossbowman, in the second game, can be a losing propo- 
sition, but other than that I was pretty happy with my army’s performance in both 
games. I have to admit that my rolling the second game was above par, and that al- 
ways helps, but for most of the game it just seemed that things were slanted my 
way. Of course, Brian having some pretty typical “Brian Luck” in the first game does- 
n’t ever hurt. The one place I felt outclassed by the Dwarves was on my left flank 
against his sheildmaidens, but my Guardian Angel was able to get through his Griffon 
so fast that even they stopped worrying me. They did a fine job against my Beast of 


Aurellius , but my kitty kept them busy for long enough that they couldn’t press their 
advantage. My Guardian Angel had to be the MVP for both my games and he really 
showed his stuff in the game against the Dwarves. My Warlord was a bit weak when 
compared to the ones I was up against, but I went with a weak Warlord on purpose so 
that I could afford everything else, a trade that at least worked for me this time. 


Post-battle Thoughts from Mark 


Well, from a purely win-loss perspective I had a bad day. But that was not our intent 
as we Started the day of games. Of course, it’s usually more fun to win but we wanted 
to get our feet properly wet with the game and use today to build a foundation for what 
hopefully will become many more games to come with Warlord. With that as the main 
reason for playing the day can be counted as a rousing success! 


Reading the rules, sometimes mis-reading, is one thing and playing them to the point 
of understanding what’s going on is another thing. Yet another thing is properly un- 
derstanding the strengths and weaknesses of your army and trying to exploit the weak- 
nesses of your opponent while minimizing your own. I’d say that we all have a much 
better grasp of the rules after these two games. The rules are not hard to grasp but us- 
ing them really helps a lot. Also, there are a lot of special abilities that you need to get 
into your head and remember to use during the game. A lot of that will come from 
continued use of the same army, I suspect. 


So that brings be to the use and performance of my army. I painted this army about 
four months ago and built it about seven months ago and am just now getting to play 
with it. I’ve used some of the figs here and there in Dungeons and Dragons but this 
was their first test ina Warlord game. My whole, “run forward yelling and beat people 
down” strategy was ok but not spectacular. That’s a bit of an understatement consider- 
ing that I lost both games. I feel, and Rodney echoed this, that if our game had gone 
another turn or two that I would have come out on top. In the world of “ifs” and 
“buts” that might be nice and all, but we were playing 4-turmn games and if I couldn’t 
get it done in that amount of time I simply could not get it done. I was impressed with 
the Ogres and Bugbears, but the Beastmen Woodcutters left me a bit cold. Of course, 
that could have something to do with us mis-playing the Defensive Strikes rule in the 
first game and seeing them get slaughtered by the Griffon. Man, that whole scene was 
like the first time I played Mortal Combat and just got destroyed. I was left standing 
there wondering what just happened. I really like the Hill Giant. He’s big, he’s bad, 
and he’s not a bad dancer. He’s also a very imposing figure on the table and one that 
can get stuck in quickly with a MOV of 10. 


I think that I also need to experiment more with mixed units. The add-ons that I had, 
mage / cleric / hero were really just because I thought I needed them and I had the slots 
to use based on the leader of the troop. Brian used a mixed unit (Crimson Knights and 
Wraiths) to very good effect and I need to look into that myself. Also, using my mages 
and their fireball spell as a makeshift ranged attack was only marginally successful. 
Sure, I dropped some wounds here and there and was even able to take down a good 
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number of skeletons, but they were skeletons for goodness sake! If a couple of fire- 
balls can’t toast skeletons we have a problem. In taking another look at the Reven 
army list I think that some Gnoll or Bull Orc archers are in my future. They both cost 
54 points but the gnolls have Poison Shot and Tough/1 while the Bull Orc archers have 
an extra wound, Tough/1 and Indirect Shot among a few more special abilities. The 
gnolls area also better shots, but the Bull Orcs have Defensive Shot. If I went with the 
Bull Orcs I’d also have to find a suitable Reaper model to use for them as I’m not keen 
on having actual orcs or goblins in the army. No real reason for that, I just built the 
army around other model choice. 


That, other model choices, brings me to what I think I like best about Warlord. The 
system is solid and while there are still more things for me to learn from playing more 
games that’s not what I like the most about it. Counting sub-lists I found twenty-four 
army lists to choose from. Somewhere in there | think that you’ll find a combination 
of troop types and abilities that you want to play with. Reaper’s massive catalog of 
figures allows you to build just about any fantasy army that you could want. Yes, you 
could do this in other games, but when you do so you might get looked at funny for not 
using “official” models. Heck, sometimes you can even get looked at funny for not 
using the most recent releases of “official” models. Anyway, I’ve found with Warlord 
that not only is it accepted (there are a few tournament restrictions, but I’d bet that a 
tournament organizer would be willing to bend on those a bit) to show up with a cool 
alternate model army, it’s even encouraged and celebrated. When I stopped by 
ReaperCon this year I saw a marvelous Crusader army that used lots of Highlander 
models and a heavily converted Brass Bull and Ogre. It looked great, but was legal to 
set down on the table and play with. I’ll still play and build upon the Reven army that 
I used today but the figures that make up the army will be pulling a lot of double duty 
as soon as we start playing the new edition of Dungeons and Dragons. I’ve already 
started working on at least two more Warlord armies and have thoughts on a fourth. 
The second is a Lost World themed army that also uses the Reven List. It will feature 
two Hill Giants. One will be using Reaper’s T-Rex model and the other will be their 
Giant Ape Lord. The regular guys will be made up of cavemen and Malapango Sav- 
ages. The next, also using the Reven lists, will have four giants (Fire, Stone, Hill and 
Frost) and multiple units of Kobolds. For me, this is definitely one game where build- 
ing and painting the army is as much fun as playing. 


Games played by Mark Theurer, Rodney Forehand, 
Brian Ahrens and Clay Richmond 


Hello everyone, 


This is part II of a series that will hopefully end up in an underground complex that 
will be about as cool of a project as I have ever done. Of course that also means it will 
be taking more time and effort that any other project that I have ever done as well, but 
hey, that is the fun of it all. Anyway, for this project I’m using molds put out by Hirst 
Arts (www.hirstarts.com/), and I will even be using and referring to some of his de- 
signs that he shares with the world on his web page. I will be using a bunch of differ- 
ent molds, but I will be trying to highlight his line of cavern molds and for this issue 
especially, I will also lean hard on his Egyptian molds. 


The entrance to the catacombs was the project for last issue, and consisted of a moun- 
tain with a small interior complex. So for this part of the project I wanted to include 
the entrance to the caves and at least a portion of the caves themselves. As always, the 
first thing to do was to lay out some sort of plan. In this case, laying out my plan was 
no small task. First of all, I had to come up with a general concept that I wanted to 
carry through the entire project. One goal of mine was to make these pieces inter- 
changeable so that I could use the same pieces for any number of different floor plans, 
so my plan had to take this into account. I also would like for this particular project to 
showcase the different molds the Bruce has come up with and has on his web site 
lately, so caves and Egyptian would have to be included. 


So the plan I came up with, to standardize my pieces, was pretty simple. First of all, I 
would build pieces that were 6” to a side. This just seemed like a convenient size to 
me, and also happens to be the same size I have build modular pieces before. So after 
deciding on a standard size, I decided that for my normal layout (I say normal because 
there are ALWAYS exceptions) that I would put doors 1” in from any corner (giving 
me 8 possible places to put a door), and if there were to be a river on the pieces, then it 
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would enter and leave the piece in the middle, thus I had four places for river en- 
trances/exits. Using this as my building blocks, I then started to build my overall plan. 
I figure that in the end I will want a total of 64 pieces (8x8) but we will have to see just 
how far I really get. But for this month I will stick with a small section of the whole. 
What I came up with was a 3x5 section that includes part of the river and a chance to 
use the cave molds as well as the Egyptian molds. The pieces such as the Treasure 
Room, River Source, and temple would be done in an Egyptian style while for most of 
the rest I would stick with the various caves molds. I will try to stick with particular 
themes in different sections of the cave to keep in line with the different themes of the 
molds (root cave, water cave etc), but I’m guessing that there will have to be a lot of 
cross pollinating. 


After laying out the general plan for this section of the caves, I could then dig down a 
little deeper and start planning out each piece. This can sometimes be pretty tedious, 
so if you’re good at visualizing, you may be able to skip actually drawing it out and 
just do it in your head as you go. But if you do it that way, you are sure to be doing at 
least some parts over. I have always thought that I was very good at visualizing, and 
sure enough, some of the pieces that I did not draw out I had to make “modifications” 
after my first attempt. 


The first two pieces I did were the stairs into the caves (from the mountain above) and 
the attaching cavern. In the drawings, the word “main” just pointed out to me which 
level I was considering as the main level of the piece. This will be important later as 
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since nae rajatt is in 3-D, I would have to make sure everything lined up in the end. 
You will notice that on both these first two pieces the elevation drops a half inch going 
from left to right. What that means is that I have to come up with a way to mount all 
these guys at different levels. So under each pieces I am also building a 6x6 “stand” 
that will raise the pieces to the proper level (okay, so now we are up to 128 total 
pieces... sheesh). So that I would get maximum re-use out of all this, I planned on 
make ting that could be used in their own right at some point, but for now just use 
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them to hold up this current monster of a project. 
During the planning phases of this, I quickly realized that I would be using a whole 
bunch of bricks, and would need to set up my “brick making factory” on a fairly regu- 
lar basis. Since this is essentially the first big brick making effort for this project, I 
will go into some detail about my process. Bruce goes into very detailed instructions 
on how to use the molds, and will teach you about everything you need to know ( 

). So rather than regurgitate all of his instruc- 
tions, I will just show some of the things I do a bit differently to mass produce bricks. 
The first thing you will notice in my set of tools is that instead of a plastic cup, I have a 
big glass beaker, and instead of a stirring spoon, I have a drill with a paint mixer at- 
tachment. Besides that, the only other things that are not part of Bruce’s instructions is 
the powdered black paint and the ketchup dispenser. I use a ketchup dispenser to 
squirt the plaster into the mold which cuts down on air bubbles and waste, and the 
powdered black paint I add to the plaster to give the bricks a grey color. 


I get a bunch of molds going at a time, washing them all off with a “wet water” solu- 
tion (water mixed with a rinsing agent). I have found that with my beaker of plaster I 
can fill around thirteen molds, so I normally prepare at least fifteen to make sure I 
don’t find out at the last minute that I need another mold. The number of molds I use 
is really variable since I normally won’t fill every pocket n the mold since there are 
some bricks that I need a lot more of than others, so if my storage drawers have their 
fill of a particular brick, I try not to continue making those until I need them. So after 
laying out the molds I intend to use, I then mix up a batch of plaster in my beaker us- 
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ing my electric drill. As I 
said before, I like to add 
some black powdered paint 
to my mixture. For a 
beaker of plaster I add 
about half a table spoon. 


From this point on my 
process does not differ 
"} from Bruce’s. 1 punch 
them out and dehydrate 
them in the same manner 
x» that he describes on his 
web site (in fact I think I 
, even have the same dehy- 
“.drator). I will say that 
pumping out bricks like this is not exactly a cake walk. I’m moving fast the entire 
time. In fact, I have found that I don’t need a timer any more, because about the time 
I’m done filling the last of the molds; I have time for about one sip of... water or 
something... before I have to start scraping the first of the molds. I find that the bottle 
neck is my dehydrator since it only takes about two of the batches to completely fill it 
up. So that is usually my excuse when I want to take a break. 
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So after I get a boat load of bricks, the next thing I had to stock up on was foam core. I 
found as much as I could fund and then cut a whole bunch into 6”x6” squares. I 
wanted to cut a lot so that I could make sure that they are all the same size (only setting 
up my table saw once). I figured I would need as least one square for each of the 
planned 124 pieces, plus some number of extra squares to cut up to use as filler 
(sometime you may use at least two full squares as filler on a single piece). Once I had 
all the building blocks, I could then get started into the meat of the project. Using the 


plans for the first two rooms I showed at the beginning of the article, I started with a 
6”x6” square of foam core, and cut out more foam core to fill up the levels that would 
be covered. For the pieces where the elevation changes, the foam core will save you a 
lot of bricks. The stack up for both of these first two pieces used almost two full 
squares each not counting the base. After building up the piece with foam core, I then 
covered it with tiles from the Cavern Floor Mold #281 and finished off some of the 
edges with tiles from Cavern Floor Accessories #282. The stair well and pillars on the 


pieces are all things straight from the Hirst Arts web site and I used a variety of rock 
formations from the Water Cavern Wall Mold #81, Water Cavern Wall Mold #82, 
Rock Cavern Root Mold # 83, Rock Cavern Pillar Mold # 84, though at this point in 
the cave I’m trying to concentrate on the Rock Cavern Pillar Mold to give it the flavor I 
wanted. Using the same sort of technique, I build up several more pieces, one with a 
small pit in the corner (for some sort of ugly monster to hide in) and then a couple of 
open area places that leads away from the entrance. After this, I switched gears and 
started working on the next highlight for this part of the 
project, and that was the Egyptian portion of the cave. 


Here I used pieces from the Hirst Arts Egyptian series 
(Molds 93-99 and Mold 203) and leaned heavily on the 
instructions he has on his web site for design ideas. I of 
course has to play around with the designs until I came up 
with something that would world well on the 6”x6” base. I 
also wanted to leave room for the treasure room off to the 
side. The treasure room design I also did after taking a 
look through Bruce’s pages to get an idea of what I wanted 
to do. In the end, I did a total of three Egyptian pieces 
(The River Source, The Treasure Room, and the Temple) 
as well as an entrance to the temple that provided for the 
conversion from the rough cavern. 


The final two sections for 
this go around would be 
my “wide spot in the 
river”, which I figured 
would be another good spot 
for some fearsome creature 
to surprise some poor ad- 
venturers, and some 
“sleeping caves, which I 
envisioned as some sort of 
sleeping area for the deni- 
zens of this complex. After 
building the sleeping cave 
area I decided that to do it 
justice I would need to do 
another section of caves to 
add to this one, so that is 
on my list for next issue. 


So this gives me eleven 
pieces so far, all of which I 
still need to paint, and ac- 
cessorize (for the most part 
that means adding water). 
For painting, I would like 
to wait until I have at least 
half the project ready to 
paint so that I can do them 
all at one time. I have a 
method in mind that will be 
better served for mass 
paintings rater than single 
pieces. The water has to 
be done after the painting, 
so perhaps I will concen- 
trate on getting all the wa- 
ter pieces completed first 
so that I can paint those 
first. But for this issue, I’ll 
be happy with what I have 
so far. 


Written and built by Clay 
Richmond 


